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Holy Jupiter— It's Jumpman 

Bob Chappell and Ian McKinnell 
give us a double-take of Epyx's 
classic Jumpman program for the 
64. This is a hacker's guide to 
survival! 
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Sounds Like Synthy The Synthy 
64 exploits 
the famed 
power of 
the 64's 
sound chip 
You too can 
compos 
a few 
nifty 
tunes 
with a 
lesson or 
two from 
Bob 

Chappell. 
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Scary Monsters If you go down to 
the woods today you'll find 
Stephanie Brittain getting a 4D 
view of the old arcade favou rite, 
Forbidden Forest — now re-written 
for the 64. 
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The Master Checks Out 

Audiogenic's Grandmasterforthe 
VIC 20 and CBM 64 plays "a fast 
and lusty game of chess". Bob 
Chappell lakes us through all the 
fastest and lustiest moves. 



PACK REVIEWS 



iring-Up Commodore Basic 

ast a spell over you r 64 and add a 
bit of machine code magic to give 
you nine new commands. 




A Hot Compress From Level 9 

Level 9 
Computing 
have 
successfully 
managed to 
squash 
goodies like 
Colossal 
Cave on to 
cassette. 

Henry 
Budgett 

also primes us on 

the spirit of great adventures. 



On the Bench Henry Budgett gets 
the chance to take a long cool look 
at the SX-64 . . . CBM's answer to 
the demands of people whose 
businesses are on the move. 



CORE MATERIAL 



Open Access All the news of 
CBM 64 and VIC 20, plus the 
games charts, Battle of the 
Bugs, Soft Stack and Puzzle 
Point 

25 

Under Cover What's the well- 
read 64 owner looking for in a 
computing text? Nik Lumsden 
casts a critical eye over the 
bookselves. 

43 

Action Replay Quick checks and 
screen shots of some of the 
hottest software properties 
available for the 64 and VIC 20. 

47 

Buzz Words Who's doing what 
with what ... and with whom? 
Ron Smith deciphers the 
whispers of the upcoming 
sensations on the software 
scene. 

54 

Mothership Madness Fancy a 
fortnight in Florida courtesy of 
Artie? Then get cracking with our 
creative competition. 

57 

Scratchpad Y64's own 
interactive workshop, with 
contributions on high-res 
graphics, music, a DIY RESET 
button and parallel interface — 
from Phil Comes, Norman Burton 
and Mike Turner. 

69 

Keyboard Kapers Tap 'em in and 

enjoy. Three fun listings for the 
64 and VIC 20 — annotated for 
your edification and illucidation. 

80 

Talking 64 Debriefing 
Commodore's software talent 
scout-in-chief, Gail Wellington, 
Paul Walton reports back. 



Y64 wishes to thank 'Tomorrow's World" erf 
Oxford Street lor the generous loan of both 
hardware and software used in this 
magazine 



Your 64 is an independent publication. It has 
no connection whatsoever with Commodore 
Business Machines UK Ltd. 
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The Federal Chief has decided that Cuth 
go on a mission of plunder against the Moronian's 
Solar System. Cuthbert lands his spacecraft on each 
planet but then has to refuel by stealing pods from the 
Moronian fuel dumps whilst avoiding . 
the Solar Meteoroid Barrage. ^■^^^^^fid 
After filling up he goes and _ 
plunders as much loot as A 
possible before take-off. A 
All could go well but when ^ W A 

he gets a mal function he 3 m A 

must send a pilotless shuttle™ "4 
to obtain spares and take-off 

before the Moronian's bomb * ▼ 

detonates. ^ \ i 

CASSETTE £8 DISK £9.95 m* 



Mail Order Sales from 
Microdeal Mail Order 41 Truro Rd. 
St. Austell Cornwall PL25 5JE 



Credit Card Sales | 
Phone 0726 3456 




t Dealers Contact 

MICRODEAL DISTRIBUTION 
0726-3456 

or WEBS TERS SOFTWARE 
0433 62222 



Selected Microdeal TUIes available Irom computer dealers nationwide or from larger branches of 
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LORDS OF TIME 

Joins our range of acclaimed pure-text puzzle adventures, at £9.90, for: 
BBC 32K COMMODORE 64 SPECTRUM abk LYNX aqk NASCOM k Ofl/C 4 bk ATARI 32K 
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ADVENTURE 
REVIEWS 

"Adventures which have a 
fast response time, are 
spectacular in the amount 
of detail and number of 
locations, and are available 
to cassette owners . I am 
extremely impressed . The 
Level 9 Adventures are 
superbly designed and 
programmed, the contents 
first rate. The implementa- 
tion of Colossal Cave 
(Adventure) is nothing short 
of brilliant; rush out and buy 
it. While you're at it. buy 
their others too Simply 
smashing!" 

-SOFT. Sept 83 
"I found Dungeon 
exceedingly well planned 
and written, with a fast 
response. There are well 
over 200 locations and the 
descriptions are both 
lengthy and interesting. The 
objects number about 100. 
It could therefore take 
some months to explore 
the whole network, giving 
many hours of enjoyment in 
the process." 

-C&VG. Sept 83 

"The descriptions are so 
good that few players could 
fail to be ensnared by the 
realism of the mythical 
worlds where they are the 
hero or heroine . great fun 
to play." 

-Which Micro?, Aug 83 

"My appetite has been 
whetted and I intend to get 
my own copy (of Snowball) 
to play." 

-What Micro?, Dec 83 




ADVENTURE 
REVIEWS 

"This has to be the bargain 
of the year If adventures 
are your game then this 
(Colossal Adventure) is 
your adventure." 

-HCW,5Sept83 

"Colossal Adventure is 
simply superb. Anyone who 
wishes to use adventures in 
an educational setting 
really must use and see this 
program as it emulates 
Crowther and Wood s 
masterpiece so well For 
those who wish to move 
onto another adventure of 
similar high quality. 
Dungeon Adventure is to be 
recommended With more 
than 200 locations. 700 
messages and 100 objects 
it will tease and delight!" 

-Educational Computing, Nov 83 

Colossal Adventure is 
included in Practical 
Computing's Top 10 games 
choice: "Poetic, moving and 
tough as hell." 

-PC. Dec 83 

"To sum up, Adventure 
Quest is a wonderful 
program, fast, exciting and 
challenging If you like 
adventures then this one is 
for you" 

-NILUG&1.3 

"Colossal Adventure . . For 
once here's a program that 
lives up to its name a 
masterful feat. Thoroughly 
recommended" 
- Computer Choice. Dec 83 

"wholly admirable" 

, - Your Computer. Sept 83 



MIDDLE EARTH ADVENTURES 

1: COLOSSAL ADVENTURE 

A complete, full size version of the classic mainframe game 
"Adventure'' with 70 bonus locations added 
2: ADVENTURE QUEST 

Centuries have passed since the time of Colossal Adventure 
and evil armies have invaded The Land The way is long and 
dangerous, but with cunning you can overcome all obstacles 
on the way to the Black Tower, source of their demonic 
power, and destroy it. 

3: DUNGEON ADVENTURE 

The trilogy is completed by this superb adventure, set in the 
Dungeons beneath the shattered 8lack Tower A sense of 
humour is essential! 

THE FIRST SILICON DREAM ADVENTURE 

1: SNOWBALL 

The first of Pete Austin's second trilogy The giant colony 
starship, Snowball 9. has been sabotaged and is heading for 
the sun in this massive game with 7000 locations 



THE LORDS OF TIME SAGA 

7: LORDS OF TIME 

Our congratulations to Sue Gazzard for her super design for 
this new time travel adventure through the ages of world 
history Chill to the Ice-age. go romin' with Caeser s legions, 
shed light on the Dark Ages etc etc We'll be selling this 
game mail-order from January l st 



Price: £9.90 each (inclusive) 

Level 9 adventures are available from good computer shops, 
or mail-order from us at no extra charge. Please send order 
or SAE for catalogue, to 

LEVEL 9 COMPUTING 



Dept Y64 
HP13 5PG 



229 Hughenden Road. High Wycombe. Bucks 
Please describe your Computer 



i 



THE 64 SOFTWARE CENTRE 

26 RED LION SQUARE, 
LONDON WC1R4RL 



BUSINESS ACCOUNTS 

Sales Ledger (Anagram) d £75.00 

Purchase Ledger (Anagram) d £75.00 

Sales Ledger (Ramtop) t £14.50 

Purchase Ledger (Ramtop) t £14.50 

Cashbook(Microsimplex) d £172.50 

Cashbook (Gemini) d or t £59.95 

Final Accounts (Gemini) d or t £59.95 

Inventory 64 (MMS) d £29.95 




WORD PROCESSORS 

Paperclip 64 (Kobra) d £98.90 

Simply Write 64 (Simple) d £40.00 

Simply Write 64 (Simple) t £35.00 

Vizawrite 64 (Viza) d £79.95 

Vizawrite 64 (Viza) c £89.95 

Vizaspell 64 (Viza) d £59.95 



HOME ACCOUNTS 

Bank Manager (Mr. Chip) t £7.50 

Budgeteer 64 (Adamsoft) t £8.95 

Checkbookk Manager (Adamsoft) d £1 4.95 

Home Office (Audiogenic) t £1 4.95 

Home Accounts (Gemini) d £29.95 

Home Accounts (Gemini) t £1 9.95 



DATABASE SYSTEMS 

Diary 64 (Handic) c £29.95 

Magpie 64 (Audiogenic) d £99.95 

Mailpro 64 (Kobra) d £79.35 

Oracle 64 (Kobra) d £11 3.85 

Practifile 64 (MMS) d £44.50 

Simply File 64 (Simple) d £60.00 

Superbase 64 (Precision) d £99.95 



SPREADSHEETS 

Busicalc (Supersoft) d £47.1 5 

Busicalc (Supersoft) t £44.85 

Busicalc 2 (Supersoft) d £81.65 

Calcresult Adv (Handic) d £99.00 

Easy Calcresult (Handic) d £49.95 

Multiplan 64 (Kobra) d £99.95 

Practicalc 64 (MMS) d £44.50 

Practical 64 (MMS) t £39.95 



PROGRAMMERS' AIDS & UTILITIES 

Arrow (Supersoft) c £44.85 

Assembler (Interceptor) t £7.00 

Chartpak 64 (Adamsoft) d £24.95 

Forth 64 (Audiogenic) c £29.95 

Graphics Designer (Adamsoft) d £1 9.95 

Graphix 64 (Supersoft) t £1 1.50 

Master 64 (Supersoft) d £71.30 

Mikro Assembler (Supersoft) d £59.80 

Monitor (Audiogenic) c £29.95 

Pal 64 (Kobra) d £79.35 

Printlink 64 (Supersoft) c £32.20 

Quickchart 64 (Adamsoft) d £6.95 

Screen Graphics (Adamsoft) d £1 4.95 

Sprite Aid (Adamsoft) t £6.95 

Stat 64 (Handic) c £29.95 

Superdisk Utility (Adamsoft) d £12.50 

Synthy 64 (Adamsoft) d £14.95 

Ultrabasic 64 (Adamsoft) d £24.95 

Victree 64 (Supersoft) c £56.35 

The Tool (Audiogenic) c £49.95 

64 Doctor (MMS) d £1 9.95 



EDUCATIONAL 

Mathematics 1 (Commodore) t £9.99 

Mathematics 2 (Commodore) t £9.99 

Physics (Commodore) t £9.99 

Biology (Commodore) t £9.99 

Chemistry (Commodore) t £9.99 

Geography (Commodore) t £9.99 

History (Commodore) t £9.99 

English (Commodore) t £9.99 

Besieged (Sulis)t £9.95 

Just a Mot (Sulis) t £9.95 

Time Traveller, t £9.95 

Wordpower, t £9.95 

d = disk t = tape c = cartridge 



GAMES 

Over 1 50 different games by 
Adamsoft 
Alligata 

Anger Productions 

Anirog 

Audiogenic 

Bridgemaster 

Commodore 

DK'Tronics 

Galactic 

Games Machine 

Imagine 

Interceptor 

Llamasoft 

Melbourne House 

Mr. Chip 

Mogul 

Peaksoft 

Postern 

PSS 

Romik 

Supersoft 

Terminal 

Virgin 

Voyager 



ALL IN STOCK NOW 

Immediate despatch 
Full price list on request. 



Cheque or P.O. - Credit cards: Access, Visa, 
Callers welcome (1 1 a.m.-6p.m.) 
Tel: 01 -242 7158 



OPEN ACCESS 



An in-depth look at the world of Commodore computing — rumours and reviews, fun and 
philosophy, and the news behind the news — it's all here . . . 



GAMES 

Audiogenic 
Launch Weil- 
Tried 

Favourites On 
Disk 

As more and more 64 owners 
upgrade to disk drives, 
Audiogenic has now 
launched a range of disk- 
base games at the very 
reasonable price of £ 1 2.95. 
Some of the these are 
already well-tried favourites 
from their tape catalogue 
and the first five include 
Pegasis, Aztec Challenge, 
Slinky and Forbidden Forest 
(which you can read all about 
in this issue). 

Audiogenic says all the 
games combine the visual 
thrills of the arcade with the 
sort of interaction you expect 
to find from the traditional 
adventure, and involve play 
on a number of difficult 
levels. In fact, some of the 
higher levels are not even 
included in the manuals. So 
Audiogenic is laying on a 
'counselling service' to help 
out confused travellers to 
these uncharted territories. 
You'll be able to receive 
moral support and hints on 
how to navigate these 
unglimpsed horrors by 
writing to them with details of 
your experiences. All this 
data will be accumulated on 
file so there'll be a pool of 
information available to help 
you on your way. Meanwhile, 
can anybody rescue ou r Art 
Director from the deadly 
piranha pool of Aztec 
Challenge? 



BUSINESS 

Imagine 
Reverses 
Decision On 
Price War 

After an announcement in 
late March that the company 
was reducing the price of its 
games to an all-time low of 
£3.95, Imagine has had 
second thoughts — or is it 
third? 

"We got it wrong," 
confesses operations 
director Bruce Everiss. 
"Although market research 
indicated that we could have 
sold many more games by 



breaking below the £4 
barrier, we totally 
underestimated the effect 
this might have on the 
software industry as a 
whole." 

The Liverpool-based 
company now confirms that 
all items on its current games 
list will retail at C5.50 — 
which is still below the 
average price of many rival 
software houses. 

Meanwhile, "behind locked 
doors", Imagine is pushing 
ahead with work on "two 
revolutionary mega-games" 
for the Commodore 64 and 
the 48K Spectrum. The 
promise is that both 
Psyclapse and Bandersnatch 
will be far more than just 
simple games cassettes and 
should be launched, 
hopefully, in June. Wonder 
what the price will be by then! 




Bruce E ve ri ss — Imagine'* 
soft wan? prices yo-yo on. 



LITERATURE 

Faulty First 
Issue Recalled 

If you were one of the 
thousands of unfortunates 
who shelled out on one of the 
Pan/PCN program books 
and consequently lost all 
faith in the power of the 
printed word, then be 
reassured: the bugs have 
now been well and truly 
exterminated Both the VIC 
20 and Commodore 64 
books were withdrawn some 
weeks back and have now 
been reissued with all the 
faulty listings corrected. 

If you didn't consign your 
copy to oblivion, Pan will be 
pleased to send you a 
corrected one if you return 
the title page of your book to 
them. As far as the new 
edition is concerned, the way 
to tell you're getting genuine 
article is the 'B' at the end of 



the ISBN number on the 
back cover. So make sure 
you accept no substitutes — 
an 'X* instead of a 'B' could 
set you well on the road to 
knitting your own padded 
cell. 



HARDWARE 

Commodore 
Talks To The 
People 

The honeyed tones of the 
talking 64 rang out in London 
SW1 at the launch of 
Commodore's Magic Voice 
speech module. This tied in, 
rather fortuitously, with the 
first of a series of Talking 
Books packages. The 
module slips neatly into the 
cartridge port but will also 
allow other cartridges to be 
stacked through a port of its 
own. It has a built-in 
vocabulary of 234 words, 
including the alphabet and 
numbers. 

When Your 64 rather , 
ungenerously asked it to 



pronounce "Montevideo" it 
replied very promptly with 
"Syntax Error"; however it 
obligingly reiterated 
"Commodore — Is — Terrific" 
wit h barely a trace of 
transatlantic in its rendition. 
A diskette is promised that 
will extend its range 
allophonically. 

Commodore is planning at 
extensive range of talking 
educational software, all ot 
which will have its own built- 
in vocabulary. The first of 
these are Magic Garden and 
Magic Toolbox which have 
been developed by a 
Cheltenham-based group of 
educationalists, each 
containing five stories to 
teach the very young child to 
read, write, and count. 
There's even one on its way 
entitled Get Ready to Think! 

Magic Voice will be 
chattering away at your 
favourite stockist in late May 
and will cost in the region of 
£50. Talking Books will retail 
at E 1 1 .99 each and will be 
available on cassette or disk 



SENSORED! 




Someone had to do it — design a joystick that looks 
nothing like a joystick at all! Suncom's Joysensor is a 
silver oblong box (a bit like a TV remote control unit) 
with a rockable disk at the bottom which you press In 
order to move all over the screen. Only problem is that 
the fire button is sited at the top — it takes a bit of 
practice to move and fire at the same time using both 
hands at once! The concept is a novel one and more 
aesthetically pleasing than a lot of joysticks around at 
the moment. And it's not a lot more expensive than its 
competitors at C29.95. More info from Consumer 
Electronics, Fails worth, Manchester M3S OH S. 
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BATTLE OF THE BUGS 



Ever anxious to prove wrong 
the laws of probability, our 
highly optimistic editor took 
his 64 along to the zoo 
recently (no, this isn't an 
elephant ioke) to see if a 
monkey could produce a 
usable computer program in 
something less than the 
expected 50 million years. 

Who would believe it, our 
hairy anthropoid friend 
(Arthur) actually managed to 
knock-up something that 
looked sort of right in only 
half-an-hour. Unfortunately, 
we can't claim that 



probability has been entirely 
zonked because Arthur 
mucked up in a few places 
(figuratively speaking). 

Still, we can sort that out, 
can't we? There doesn't 
seem an awful lot wrong and 
just a little humanoid 
tinkering here and there 
should do the trick Those 
failing to get this laughable 
little listing to RUN properly 
will be able to bury their 

humiliation in the 
corrections, appearing in our 
next edition. 
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110 PRINT 
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13(0 PRINT 

1^0 PRINT" B> MAGGIE THATCHER 

150 PRINT 
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A> HE'S A SUCCESSFUL BUSINESSMAN. " 
B> I TRY NOT TO." 
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B> BETTER THAN ITV' 
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US PPTHT-S5 THE END OF THE WEEK YOU'RE S-*E TO" 
840 PRINT "BE D^UNK" 



SOFTWARE 

K-Tel Rocks Into 
64 Software 

Having made an 
encouraging foray into 
Spectrum software last 
December. K-Tel now has 
its sights firmly set on the 64. 
Already firmly embedded in 
your local softshop are 
Cityattak Odyssey and "a 
bigger, better and meaner" 
upgrade of It's Only Rock 'n' 
Roll — previously a text- 
based strategy game for the 
Speccy. All games retail at 
C6.95. 

So if you wanna be a rock 
'n' roll star or save the city 
from certain oblivion, you 
know where to go, don't you? 



SOFTWARE 

Pyramid Game 
Drastically 
Cuts Loading 
Time 

If you've had it up to here 
with falling asleep waiting for 
a cassette to load, then the 
painful pauses may soon be 
over Maestro Minter himself 
came up with a 'turbo-loader" 
for his Revenge of the Mutant 
Thingummybobs some while 
back, but it wasn't 
guaranteed to work and 
certainly didn't deliver the 
Llamas on the office copy. 
And Anirog's recent 'turbo- 
loading' Zodiac has so far 
resisted all attempts to run 
what sounds like a nice 
outing for your joystick. 

But Fantasy Software has 
now developed a 
'supercharger" for its 64 
version of The Pyramid. The 
game itself contains 1 20 
chambers to explore on 1 5 
different levels, each 
inhabited by one of 1 20 
weird and exotic aliens. This 
goes a long way towards 




explaining a loading time of 
some thirty-odd minutes — 
and hence the need for some 
drastic action. The office 
copy certainly whizzed into 
orbit in just a paltry 6ft 
minutes, with the additional 
bonus of a title page to 
relieve the monotony of that 
all-too-familiar pale blue 
rectangle. Our eager eyes 
now turn to other software 
houses; will they rise to the 
challenge? 



COMPETITION 

£5000 To Be 
Won In 
International 
Art Challenge 

There's still time, if you move 
quickly, to enter the 
Commodore International 
Computer Art Challenge. If 
you haven't yet heard, entries 
can be for either the VIC or 
the 64 and you can submit 
stills or moving artwork with a 
maximum run-time of 60 
seconds. 

Top prize in each of the 
four host countries — Britain, 
Germany, Canada and the 
US -will be a £5000 
endowment to help the 
winner study computer 
graphics. 

Entries fall into three age 
groups: under 1 2; 1 2 to 1 7; 
and 18 plus. In each of these 
categories there are big 
prizes of Commodore 
equipment to be won, and in 
addition, winners' work will 
go on show in a series of 
world-wide exhibitions. 

The panel of judges 
includes Professor Brian 
Allison, President of the 
International Society for 
Education through Art; John 
Baxter, Commodore's UK 
Marketing Manager; Paul 
Brown, editor of Page, the 
Computer Arts Society 



^^^^^ i^^^ 

^ **** 



Y 



LI am a soft's Jeff Minter cranks Up his camels. 



OPEN ACCESS 



journal; and artist Tony Hart, 
who is not entirely 
unconnected with 
Commodore's forthcoming 
Art Master package. 

Of course, if you've ever 
tried to program in hi-res 
graphics on the VIC or the 64, 
it might be better at this late 
stage to get back to your box 
of multicoloured felt-tips. As 
it is, there's, er... well, 
Simons's Basic, if you're 
feeling flush. 

Anyway, if you fancy 
yourself as a Hockney, a 
Disney, or even a mere Dali, 
start tickling those pixels; get 
yourentryformsfrom: The 
Commodore International Art 
Challenge, Granard 
Communications, 4 
Babmaes Street, London 
SW1Y6HD. 



BUSINESS 

Microdeal 
Clamps Down 
On Rip-Off 
Merchants 

Microdeal, whose Space 
Shuttle game for the 64 has 
been riding high in the 
charts, is hitting back hard at 
software piracy. Attached to 
a circular that it's sent out to 
magazines, is a photocopy of 
a letter from an altruistic 
customer in Southern 
Ireland whose name has 
been blanked out "to protect 
his anonymity". 

Mr Anon's particular 
expose concerns a Dragon 
32 Users' Group operating in 
Belfast. He writes: "The 
group is open to anyone and 
is a mail-order type one . . . 
The last list I saw showed 
that all yourE8 programs 
were available at £1 ." The 
group is alleged to be 
masterminded by a reviewer 
from a well-known weekly 
publication and Microdeal 
has seen fit not to extend the 
protection of the Tippex 
bottle in his case. The name, 
address and telephone 
number of this "degenerate 
piece of scum" (the 
informant's words) are there 
for all to crucify. 

Microdeal comments: 
"One way magazines can be 
of assistance wou Id be to 
stop the user group lists in 
magazines before it is too 
late." 

While we at Y64 can only 
applaud all efforts made by 
industry to stamp out these 
rip-off merchants, it would 
surely be grossly unjust to 
penalise the many excellent 



and scrupulous usergroups 
which have, after all, become 
the belt and braces of home 
computing and deserve all 
the publicity they can get 

We are not at present 
publishing any such listings 
in Y64, but if (or when) we do, 
then we trust that you the 
readers will inform us of any 
skullduggery and 
bootleggery you come 
across. Let battle 
commence! 



SOFTWARE 

Mastertronic 
Slash Prices As 
War Hots Up 

Another new software house, 
Mastertronic, seems bent on 
continuing the price blitz 
triggered off by Imagine. Its 
first 1 4 titles, including eight 
for the 64 and two for the VIC, 
are about to hit 
supermarkets, garages, hi-fi 
dealers and video libraries, 
the strategy being to 
encourage impulse buying. 

Said director Martin Alper 
"We will endeavour to prove 
what the market has long 
believed — that software 
currently available is 
generally overpriced. We 
want to encourage the use of 
thecomputerin the family 
and believe that bringing the 
price of software down to 
children's pocket money 
level will achieve this." 

As Y64 goes to press we 
have yet to sample any of the 
goodies. However the 
cassette innards have a nice 
line in artistic 
understatement which 
certain other software 
houses might well examine 
to their profit 

Titles so far released 
include Duck Shoot, Space 
Walk, Jungle Story, Munch 
Mania (sounds familiar), and 
one clearly aimed at tickling 
the jaded palates of the 
pension book Set— Bionic 
Granny. 



EDUCATION 

Offensives To 
Tempt 
Educational 
Fraternity 

With the end of the 
Government-assisted 
purchase scheme for 
secondary schools in sight 
if s interesting to note that 
Atari and Commodore both 
launched guerrilla-type 



THE WORD IS OUT 
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Originally designed for the VIC 20, the Adman Speech 
Synthesiser cartridge is now available for the CBM 04. 
Claiming an infinite vocabulary* this is achieved by 
employing over 60 allophones (small segments of 
speech) which, via a number of software routines 
incorporated in E PROM , can be built up into individual 
words and, ultimately, sentences. Successful 
operation can be checked in seconds and you should 
then be able to voice the keys; the more enthusiastic 
among you will have no difficulty impressing your 
friends by adding the power of speech to your own 
games. Details on the cartridge can be obtained from 
Adman Electronics, Ripon Way, Harrowgate, North 
Yorkshire HG1 2AU. 




Based on a design that has proved so successful in the 
high street arcades, Cookridge Computer Supplies Is 
confident that the Sure Shot joystick will be a winner. 
Complete with a rigid steel chasls, the device is 
housed in good ol' ABS plastic — so it should stand up 
to those frustrating moments when you fail to reach 
the final level of your favourite game and chuck the 
thing at the nearest wall! The device is priced at 
C1 5.95, and if you want the matching programmable 
interface it'll cost you extra. Mail order enquiries 
should be addressed to Cookridge Computer Supplies, 
PO Box 1 W9, Leeds LSI 6 NT — or phone 0532 670625. 
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MOTOR MANIA £8.95 
THE CLASSIC CAR RACE GAME 
FOR THE 64! 



iNAISSANCE £8.95 
THE MIND-BENDING STRATEGY 
BOARD GAME OF OTHELLO! 



ROAD TOAD £5.95 
THE BEST FROGGY GAME FOR THE 64 
BAR NONE! 




WORD FEUD £7.95 

This brilliantly conceived program combines the best 
parts of arcade games with the best of educational 
games, making a real family game that anyone who can 
see the screen con participate in. You have to find the 
word that is hidden twice in the jumble of letters, then 
guide your sights over one of the occurrences of it. 

The first to find it wins! You can play by yourself or in 
teams against the computer, or against other 
players. Three difficulty levels are included to suit 
young and old alike! 
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This best-selling game for the VIC-20 is now available on 
the 64! Featuring the most intelligent and devious 
monsters you have ever tried to avoid, the Bonzos, this 
gome is a real joystick wrencher. Move Hans, the 
handyman, up and down the ladders to pick up the boxes 
from the different levels. 
But don't meet a Bonzo on the way! 



£5.95 BURNIN' RUBBEI 



Pure shoot-em-up arcade action for the 64 
and unexpanded VIC! The Lunar city of 
Erriom is under attack from the ships of 
the Jovian empire. Their merciless 
bombing will reduce your city to a 
pile of rubble, unless you can 
hold them off. You are the 
commander of the sole laser 
defence base. Your mis* 
sion - hold out for os 
long as possible. 




You ore an entrant in the great 
Inlergaloctic Four Seasons Death 
Race!. You must tackle the Spring, 
Summer. Autumn and Winter 
sections with the objective of 
running as many other cars as 
possible off the road. The op- 
position is numerous, including 
the indestruc table but slow Tank 
Cars, the tricky Deathmobilesand 
many other Demon Drivers. You 
have one odvontage - your car 
can fly for a limited distance, 
allowing you to ovoid hazards if 
you're quick enough! All this and 
more makes Burnin' Rubber the 
car race of the century! 






Available from W.H. Smith and other good retailers. 



Dealer Enquiries Welcome 
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xpofrt I'nquiries Welcomed 



Access cards taken, order now on 0492 79026 and quote access card 
number. 

Post to: MR CHIP SOFTWARE. DEPT. WM6. 

9 CAROLINE ROAD, LLANDUDNO, GWYNEDD LL30 3BL 

Tel- 0492 79026. Please send me: 

(No. Reg.) „.□ □ Details of Other Games 

(Olympic Skier at £5.99 each) (Please tick) 

I enclose my cheque/P-O. for £ „ 

NAME 

ADDRESS—.. _ 
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PLUMB CRAZY! 

Stop the tank exploding b 
using your skill and ingenuity 
beware the ghost! 
Fun-action game for Commodore 
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TERMINAL SOFTWARE 

28 CHURCH LANE. PRESTWICH. 
MANCHESTER M25 5AJ. 
Telephone: 061-797 3635 or 061-773 9313 

INTERNATIONAL . 

W1COSOFT DUSSELDORF. TlAL-ALMHULT. 
AASH IMA- ROTTERDAM. CARAT-K0BENHAVN. 
ZX AFRICA SOUTH AFRICA. OZISOFT -AUSTRALIA. 
ALPINE-NEW ZEALAND. MICRODIGITAL USA. 



Available from leading computer shops 
and distributors, including:- 



Selectecf Lewis's PCS 

and Co-op BLACKBURN. 
Stores 




CerttreSoft 

WEST MIDLANDS. 



SoftShop 

Inlernalional 



ED 



f ERRANT) ano 
DAVENPORT LTD. 
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PUZZLEPOINT 



LIGHT 
FANTASTIC 

There are always 
alternatives to using the 
keyboard or a joystick to 
play games on your 
Commodore — or so claim 
Stack who offer either the 
Light Rifle or Light Pen to 
add interest to your 
entertainment. The Light 
Pen is going to appeal to 
people who like to use a 
small delicate object, but 
the same can't be said of 
the Light Rifle! Though very 
light in weight t it's about 
three quarters the size of a 
real rifle with telescopic- 
style viewf inder and looks 
pretty authentic. 
The Light Rifle will set 
you back C29.95 and the 
Light Pen C28.75. You can 
either buy them mail order 
from Stack Computer 
Services Ltd, 290-208 
Derby Road, Bootle, 
Merseyside (telephone 
051-933 551 1 ) or through 
WH Smith, Menzies, Boots 
and others. 




offensives into the education 
arena In these heady days of 
the Great Logo Love Affair, it 
was perhaps to be expected 
that both companies should 
come forward dangling that 
fertile little turtle as tasty bait 
for the tots. Atari's version of 
Turtlemania has certainly 
had its share of praise from 
the educational fraternity 
and its deal is based around 
the 600XL together with 
Logo cartridge, two 200- 
page manuals and reference 
guide — all for the princely 
sum of El 75 (ex VAT). 

Commodore, on the other 
hand, no doubt still gloating 
over its award of a Royal 
Warrant, was offering the 64 
with single disk drive, plus its 
own MIT-based Logo, and 
Simons' Basic — all at the 
knock-down price of C299.00 
(ex VAT). Unfortunately, this 
snip only lasted until 30 April, 
prompting some cynics to 
suggest that maybe the Big 
C was clearing a little shelf 
space to make room for the 
launch of a new (1 6-bit?) 
machine. Just wild 
conjecture, of course. 



GAMES 

Temperatures 
Rise With Red 
Hot Poker 
Game 

That infamous program for 
the Atari, Strip Poker, has 
now been unzipped in all its 
glory for the 64. With two 
"captivating opponents", you 
too can experience "the 
heady delights of Suzi or 
Melissa" in the privacy of 
your own back parlour. And 
just in case you find the 
whole concept sickening ly 
sexist, Allrian — the one and 
only perpetrator of this latest 
assault on all that's good and 
decent in home computing- 
are making a data disk 
available with two male 
opponents to boot. 

Strip Poker is available on 
cassette for £7.99, or disk at 
£1 2.45 from your favourite 
Soho — er — software 
emporium. We at Y64 prefer 
to remain poker-faced about 
the whole package — that is, 
until we've laid hands on a 
review copy and had a 
chance to launder our smalls. 
Meanwhile, the same 
company's more 
ideologically sound Monkey 
Maths may well prove to be a 
"useful stimulant" to your 
child's numeric education. 



Several centuries ago a 
German mathematician, 
Johan Daniel Titius, 
observed a pattern in the 
size of the planet's orbits. If 
the Earth's orbit is taken as 
being 1 0 units from the sun, 
then the distances of the 
other planets can be 
approximated by the 
following formula, which he 
devised: 

<distance> = 3 • (2£ 
(<planet-number> —2)) 
+ 4 

(where 'A' denotes 
exponentiation, i.e. 'A' means 
2 multiplied by itself N times). 

At the time the formula 
appeared more impressive 
than it does today, since (a) 
he 'fudged* it to improve the 
Mercury result, and (b) 
Neptune and Pluto had yet to 
be discovered. 

This leads us into our first 
problem . . . which is to find a 
more up-to-date formula 
thaf s reasonably simple, fits 
all nine planets, and without 
fudging! This is a unique 
opportunity to get your name 
in the history books. The 
above formula has come to 
be known as the Titius-Bode 
law, Bode being the first to 
publicise it. Not only will the 
three winning readers 
become known to posterity 
as the architects of the 
Tyche-Bode laws, but they 
will also receive a £ 1 0 book 



token for their trouble. 
RULES 

1 . Yourformula can contain 
up to nine symbols from: +, — , 
V,A,COS(...),SIN(...), 
TAN( . . . ), PI (i.e. 3.1415926), 
N (the planet number 1 to 

1 0), and the integers -9 to 9 
inclusive. SIN, COS and TAN 
are assumed to work with 
radians and you can use as 
many parentheses as you . 
like. For example: The Titius- 
Bode formula uses nine of 
the above symbols, (COS (N 
+ PI) + N uses six, and so on. 

2. The best formula will be 
the one producing the least 
total percentage error for the 
'ten' planets. Ignore the error 
forthe'fifth' planet (the 

The formula produces the 
following results: 

PIANET NUMBER 



Mercury 


1 


Venus 


2 


Earth 


3 


Mars 


4 


Asteroids 


5 


Jupiter 


6 


Saturn 


7 


Uranus 


8 


Neptune 


9 


Pluto 


10 



TOTAL PERCENTAGE ERROR . . . 



asteroids). Each percentage 
error is then calculated as 
1 00 times the magnitude of 
the error divided by the true 
distance. The true distances 
tabulated above are actually 
the mean orbital distances of 
the planets, with the Earth's 
distance being 1 0 units, by 
definition. 

3. Please write the total 
percentage error on the back 
of the envelope. 
4- No cassettes or d isks — 
solutions on paper only. All 
material sent will be retained 
and may be reprinted without 
permission. 

Finally all entries must 
arrive by June 29. Address 
them to: Puzzlepoint 1, Your 
64, 14 Rathbone Place, 
London W1P IDE. 



FORMULA ACTUAL MAGNITUDE 

PREDICTED MEAN PERCENTAGE 

DISTANCE DISTANCE ERROR 

5.50 3.87 42.12 

7.00 7.23 3.18 

10.00 10.00 .00 

16.00 15.24 4.99 

28.00 .00 

52.00 52.03 .06 

100.00 95.39 4.83 

196.00 191.80 2.19 

388.00 300.60 29.08 

772.00 394.40 95.74 

182.18 



~^^%TM 1 We re st '" wai, ' n 9 to 566 wnat ,ne P ress nawe to about The Boss. 

IIHSSI M I M I ■ mm Y^^l I Bufdsfar as we're concerned, we've already read the most important 

IIBhI HCaIH Fk^^Vv^^V retfiews ' Inoseo,oufCUS| o meis ■ Withinfour weekso* IhelauncholThe 
Bgj B 1 «\WM J S^B I ^^B ■ Boss, we were receiving comments like these 

■■Thoboatgomolhavoyotso©nforthoCBM64"-J Darling. Esse* 
"I've been playing non-stop since it arrived" - D Nixon, London, 
■fc » *■ ^ "Brilliant!" • P. Fletcher. Nottingham "Excellent!" - M. Thornton, 

^^^^^^^^^^^^^^^^^tSCjSi Essex.*'There'anotalotitmi8sesouton* , -A.Rochester,Cheshire. 
u j m — jt :4'Jf ~>- / V^""*** "It's already glv«n m* many hours of •njoyment" - P. Dennis, 

£ ' **>Jm(ff *\ W Tyne & Wear. "I've been playing it almost Incessantly" - J. 

"yjkj . y Meadows, Stretford. "It's tough, addictive and great tun" - P. 

Scrimshaw, Essex. "Excellent - my son can't stop playing it" - V 
Shenatt, London. "Last night, my wife and I were playing until 
2am" -G.Stirland, Aberdeen, "the best in our collection"- D.Allen, 
Belfast. "It 1 * really enthralling" -R. Kamianko,Notts."A smashing 
and thrilling game" - V. Parkin. Chelmsford "I've been playing 
non-stop for 8 hours!" - D. Dennis, Derbys. 

We believe we've created the most complete, compulsive and enter- 
u«^-v V%Y ■ 1 ' a ' n ' n 9'°°tballmanaqementgameever.Thereareatotalot I3screens. 
m! ar-fiWaLV^*^--' / 10 ne, Py° u P' ck yourteam. make a swoop into the transfer market, spy 
* on other clubs, talk to your (usually!) understanding bank manager, 
check on the season's II xturesand results, study the league table.. .and 
a ■. » | much more. 
J 2 Jj'^j^ffi? ' 1 Your iob is to build the best learn possible with the cash and players 
J T fc\S(EK I available, tace the day-to-day problems o' running the club, then send 
WflS3R*& I theteam out to do their best each Saturday For successful clubs, there 
are big rewards - the league championship, the FA Cup, and a place in 
the European Cup or the Cup-Winners' Cup. But you'll also have to face 
struggles against relegation, or the heart-breaking decision todisman- 
le a big money side if a cash crisis threatens. 

We hope The Boss will entertain you foryearstocome- we even provide 
a game save cassette, so that the career you begin today as a football 
club manager need never end. 

You should find The Boss in all good software shops. But in case of dif- 
ficulty, clip the coupon, and we II send you a copy by l st class post. It 
costs £8.95 and comes complete with a 7-page booklet and a written 
guarantee. 

A/ - n , / rr^i — r 7 hawthorn crescent, 

BRITAIN'S GREATEST FOOTBALL f^tT Penh/Or BUR TON-ON-TRE NT 

MANAGEMENT GAME ££7 „ ™ 0283 44904 

•4 divisions "FA Cup "European Cup I enclose a cheque or PO for E8.95. Please rush me The Boss for my 

"European Cup-Winners' Cup "Replays ° b b 

"Promotion/Relegation "Transfers "Suspensions Name 

"Injuries "Substitutes "9 Skill levels "Name team 

"Team selection "Name players "Choose/change team formation Address . 

"Weekly league tables "Fixtures/Results table "Reserve squad 

"Spy on other clubs "Minute-by-minute goal facts " Free save game ' 

tape "7 page tactics booklet * 1 year written guarantee. 




NOW AVAILABLE FOR YOUR CBM 64 

HIT AND RUN 

For all cricket fans, Sunday league cricket for your 64. 

One or Two player games allows you to captain and select your team in a 40 overs innings match. 
30 players available for selection which offers literally million of premutations. Conditions vary from match to match. 
Includes run-outs, wides, no-balls, byes and leg-byes. Man of the match decision at end of each match. Captain of 
batting side has the opportunity to adjust his tactics at intervals of 7 overs or at the fall of a wicket. The captain of the 
fielding side can adjust his tactics at the end of each over. As in Sunday league cricket bowlers are limited to 8 overs 
and may not bowl two successive overs. Batsmen improve as their innings grows whereas fatigue can make bowlers 
and fielders less effective. 

A very addictive game, excellently written by David T. Coates. A must for all cricket fans. 

On cassette only £7.95 
On disc only £9.50 
Please include 50p postage and packing. 
A large selection of software as available for your $4 including : 

China Miner-£7.00 Metamorphasis-£7.95 Mission on -£7.95 Mothership-£6.96 Zyborian Terror (adventure) £7.50 

Please include 50p postage and packing when ordering these titles. 

SAE for complete list. 

BYTEWELL 

203 Court Road, Barry 
South Glamorgan CF6 7EW. 
0446-742491. 



SOFT STACK 



This is Your 64's collection point for new pacKages we've heard about over the past month or so. 

They're mostly unseen and untested, so don't take inclusion as any kind of guarantee of 
usefulness — or availability for that matter. If you've something you'd like us to include in a future 
issue, send details to: Soft Stack, Your 64, 1 4 Rathbone Place, London W1 P 1 DE. 



BUSINESS 

Purchase Ledger '64 is designed for 
the non-technical user, and operates 
in plain English. It maintains a 
comprehensive tile of suppliers' 
accounts, and allows invoice 
payments and debit notes to be posted 
tc each one. Other features includes a 
wide variety of reports as well as 
analyses of purchases. £75 from Ana- 
gram Systems, on 0403 59551. 

Sales Ledger has been specially 
tailored for the 54 from a program de- 
signed for the larger Commodore 
machines. Customer account files are 
maintained on disk using names 
instead of numbers, with paid invoices 
being deleted monthly, and outstanding 
accounts remaining on file until cleared. 
In addition, invoices, payments and 
credit notes can be posted to each 
account, with sales ledger invoices 
printed, as well as credit notes and 
statements. The package sells for £75, 
and can be obtained from Anagram 
Systems on 0403 59551. 

CUOA 64 has been adapted from SM- 
CUDA, a powerful name and address 
database system that's widely used 
on the Commodore 6000 series, ifs 
essentially an electronic card index 
where records can be looked up se- 
quentially, or by searching either for- 
wards or backwards from any given 
point Each disk can hold in excess of 
600 records, containing such infor- 
mation as record number, search name, 
personal name, organisation name, 
four lines of address, telephone and 
telex number, and several lines of notes. 
£40 from SM Software (UK) Ltd, on 
045346065. 



EDUCATION 

Look Sharp is designed to test and 
train children's powers of observation 
in an amusing way. There are two pro- 
grams on this tape, the first of which 
finds the player down on the farm, 
sorting out the sheep from the geese, 
the cows from the pigs. The second 
tests the player's suitability as a space 
observer. TheB4 version is currently 
in preparation and will retail for £7.95. 
Further information from Mirrorsoft on 
01-822 3800. 



GAMES 

Aztec Challenge is a 3D graphics 
adventure where the player takes on 
the role of a warrior who has been 
selected for human sacrifice. His only 
chance of survival is to complete an 
obstacle and endurance course of skill 
and daring within the ancient pyramid 
of Tenochtitlan priced at £1 2.95 (disk) 



and £8.95 (tape), the program can be 
obtained from Audiogenic on 01-290 
6044. 

Dinky Doo finds the player having a 
nightmare, brought on by eating that 
fatal cheese sandwich before going to 
bed. Still, all you have to do to get 
back to normal is reach for your glass 
of milk But it's not that simple because 
you have to allow for skulls, evil snakes, 
electrified walls and any number of 
other unmentionable nasties. For £7.95, 
the program can be obtained on tape 
from Software Projects, on 051-428 
7990. 

Troopa Trick is a highly manoeuvrable 
multi-terrain amphibious armoured 
patrol wagon, designed especially for 
the planet Zoa The player's job is to 
control the craft while trying to save 
Earth's peaceful scientific patrol. 
Available on cassette from Rabbit 
Software for £5.99. Telephone 
01-8630833. 

Turbo is reported to be an extremely 
high quality 'drive' game that relies 
heavily upon a full 3D display, and 
which emulates computerised 
simulators similar to those used in 
professional driving schools. It's 
supplied on cassette for £4.99 and is 
available from Oxford Computer 
Systems, on 0993 812700. 



UTILITIES 

Tifkt is an extended Basic mat offers 
an extra 45 instructions to help 
improve the 64's usefulness. It is 
cassette-based and costs £14.95 
from Aztec Software on 0924 492826. 

Mae 64 is a comprehensive software 
development system for 64 assembler 
programmers; it's not really suitable 
for use by beginners because a good 
knowledge of 6502 assembler 
language is a necessary pre- requisite. 
It permits rapid development of 6502 
syntax software, and includes a source 
editor which features over 25 
commands. It's available at a cost of 
£40 on disk from SM Software on 
045345065. 

A variety of cross-compilers Irom 
the Commodore 700 and 64 have been 
announced by Oxford Computer 
Systems. The four compilers all have 
the ability to compile source or 
geneiate object code on the 8000 
series for use on the Commodore 
700/B-128 and 64 machines. The 
compilers for the 700 cost £450 each 
and those for the 64, £ 1 25. Details 
Oxford Computer Systems. 0993 
812700. 

Simply Assemble is an assembler 

package for the 64 and PET machines 



It has full screen editing and can 
automatically turn the assembler 
listing into a Basic program with 
machine code attached. It also has 
error checking and labelling 
disassembler facilities. Costing £22, 
it comes from Simple Software, on 
0273 504879. 

BC Basic, a 9K ROM extension 
cartridge for the 64, provides a 97- 
command toolkit package for 
programmers. Its features includes hi- 
res, sprites, text graphics, UDGs, sound, 
machine code aids, structured 
programming and I/O. £57.50 from 
Kuma Computers, 07357 4335. 

Kit 64 is a toolkit which includes a 
host of programming aids. These fall 
into one ol three categories. The B 
Facility provides debugging, 
structuring and testing features for 
Basic programs — including 
renumbering of GOTOs and GOSUBs, 
and with a cross-index of new and 
old line numbers, TRACE, FIND, DUMP, 
and so on The M Facility assists the 
programmer in writing error-free 
assembler programs with its built-in 
error detection and display features. 
Finally, the F Facility allows the pro- 
grammer to took directly at what's 
going on in the disk drive, and examine 
and change any block. Available on 
disk from SM Software(UK) Ltd, on 
045346065. Price £40. 

ISM 64 is an index sequential disk 
manager, containing a collection of 
extra Basic commands that form a 
complete disk file management system. 
It relieves the programmer ol the need 
to produce complex subroutines that 
are often needed for maintainance of 
sorted, indexed data files. £40 from 
SM Software(UK) Ltd on 0453 46065. 

Go-Sprtte is a versatile sprite editor 
which makes full use of the extensive 
MOB facilities provided on the 84; all 



the program facilities can be operated 
by joystick alone. It's also possible to 
control the program via the keyboard, 
or by using a light-pen. £9.95 (tape) 
£1 1 .95 (disk) from Mirrorsoft, on 01 - 
822 3800. 



WORD 

PROCESSING 

Text 64 provides word processing of 
the same quality as the larger SM- 
TEXT produced by the same company 
for the 800 series. Its features include 
1 1 0-column width, scrolling in any 
direction, mulitiple file handling on 
screen, extensive search and replace 
facilities, justification, automatic wrap- 
around, as well as full screen editing, 
including text insertion Available on 
disk for £50 from SM Software (UK) 
Ltd, on 045346065. 

Wordcratt 40 is a word processor for 
the 64 that's written in 1 00 per cent 
machine code and takes advantage of 
the larger screen format to give better 
readability. Other features include full 
text editing and manipulation, a scrol- 
ling screen display, storage on either 
tape or disk and compatibility with 
CBM, parallel Centronics and RS232C 
serial printers. £89.95, from Audio- 
genic Ltd. on 0734 595647. 

Telemod 2 is a new modem which 
interfaces with many popular home 
micros, including the 64. It comes 
equipped with a connector to fit the 
new British Telecom extension socket 
Appropriate hardware interfaces which 
will link you up with Prestel, Micronet 
800 and other viewdata service are 
available at an extra charge. The 
modem itself costs £84 and full de- 
tails are available from 0E Ltd. North 
Point, Gilwilly Industrial Estate, Penrith, 
Cumbria, telephone 0768 66748 □ 4 




And the winner of the firm's grand raffle, picked at 
random by computer is . . , the Commodore 64 in 
Accounts?! 





VIU 1 WtIM 1 I 


1 


GRIDRUNNER LLAMASOFT CENTIPEDE-TYPE GAME 
WHICH INCI IIRF^TWd RUNS f)NF ATTHF RDTTOM AND 
ANOTHER AT THE SIDE. WATCH OUT FOR THE PODS, THEY 
TURN INTO BOMBS. 


z 


BEWITCHED IMAGINE PACMAN-STYLE GAME WHERE 
THF PI AYFR MflVFS AROUND A MA7F PIP KING IIP KFYS TO 
OPEN UP DOORS AND PROGRESS TO THE NEXT LEVEL 


3 


WACKY WAITERS IMAGINE HELP THE WAITER 

AfRn^S THF HflTFI TO THF PlKTriMFR VIA THF 1 IFTS — 

THEN BACK AGAIN TO GET THE WINE. 


A 

4 


PARATROOPER RABBIT SOFTWARE SH00TTHE 
PARATROOPFRS AS THFY DROP FROM ATTACKING PLANES 
AND TRY TO LAND NEAR YOUR POSITION ATTHE CENTRE OF 
THE SCREEN. 


5 


KRAZY KONG INTERCEPTOR SOFTWARE HELP 
MARIf) GFT TO THF TOP (IF THF STFFI FORTRFSS AND 
RESCUE HIS GIRLFRIEND - BUT WATCH OUT FOR THE 
FALLING BARRELS. 


0 


THE WIZARD AND THE PRINCESS MELBOURNE 
HOI ISF FINfl THF FVII WIZARD'S HASTI F FIGHT THF 

mL/UOC rlllU int CVIL ll ILnnU OUnulLC.rluni lilt 

DRAGON AND SLAYTHE TROLL BEFORE RESCUING THE 
PRINCESS. 


7 


SUPERVADERS-BOMBER RUN K-TEL SHOOT THE 
INVADING SUPERVADERS IN THE FIRST AND FLY A BOMBER 
IN THE SECOND HALF OF THIS DOUBLE-SIDED CASSETTE. 


8 


SKY HAWK QUICKSILVA PLENTY OF BOMB DROPPING 

IN THIS (1AMF WITH A WW? SPFNARIfl AND ROOD (1RAPHIPAI 

REPRESENTATION OF FRENCH LANDSCAPES. 


A 

9 


SNOOKER VISIONS A GCOD. IF RATHER SLOW. 

Si Ml II ATlflN (IF THF RFfll THINfi 


10 


COSMONAUTS MELBOURNE HOUSE THE PLAYER IS 
A COSMONAUT WHO MUST FREE HIS SPACECRAFT FROM A 
TRACTOR-BEAM ON A BARREN PLANET - AND AVOID 
ELECTROCUTION. 


11 


ANOTHER VIC IN THE WALL BUG-BYTE ANOTHER 

RRFAKdl IT (1AM F WHFRF THF PI AYFR KNACKS DOWN A 

WALL, BRICK BY BRICK. 


1 o 

1Z 


ARCADIA IMAGINE CONTROL THE STARSHIP ARCADIA 

iKin RFPFI THF ATARI AN HOARDS RV SMRTl F IISF flF YOUR 
HliU ricrcL. InC M 1 MnlMI* nUttnUO DI DUD 1 LC UOC Ur TUUn 

PLASMA DISRUPTOR GUNS. 


13 


SKRAMBLE ANIROG SIX-STAGE ARCADE GAME WHERE 

THF PI AYFR HAS Tfl AVflin HlflH-RISF RUM fllNRS AND 
i n c rLn icn nrto iu nvuiu niun t no l duiluiiiuomivu 

DESTROY THE ENEMY BASE. 


1 A 

14 


STARSHIP ESCAPE SUMLOCK YOUR SPACESHIP 
HAS FXPI (inFIl AND YDIIR DFMANOIMd IDR IS TO mi 1 FfT 
THE FRAGMENfS AND SCREW IT BACK TOGETHER AGAIN, 
BEFORE ESCAPING. 


1 c 

ID 


CYCLONS RABBIT SOFTWARE A GAME THAT'S NOT 

ONI Y RASFD ON 'STAR WARS' RUT Al SO PI AYS THF 'STAR 
\JI\ L i DnOLu Uli O 1 Mm vvrtno . DU 1 MLoU r l_H lo InC olnn 

WARS' TUNE AS YOU FIGHT OFF ALIEN CRAFT. 


16 


GALACTIC ABDUCTOR ANIROG SHOOT THE 

CWnClPIMP u AiAilf Q A Mil CTflPTHFM flRnl IPTINft THF PFDPI F 
oWUUnNunAWISortNUolUr inCMABUUUllliu 1 tit rLUrLc 

ON THE PLANET — BUT WATCH OUT FOR FALLING EGGS. 


17 


BONGO ANIROG A SUPERMOUSE HAS TO WIN THE HAND 
OF A PRINCFSS RY MAKING IISF OF THF 1 ADDFRS AND 
TRAMPOLINES. 


1 o 

18 


STAR DEFENDER ANIROG USE YOUR SMART BOMBS' 

Tfl fM FAR THF SPRFFN OF INVArllNG Al IFNS WHO ARF 
iu ulcmpi inc ounce i« ur i w vmuhmu mliciio *vnu Mnc 

TRYING TO ABDUCT THE HUMANS. 


t ft 

19 


ANTIMATTER SPLATTER RABBIT SOFTWARE 
IISF YOUR POSITRON GUN TO DESTROY THF ANTIMATTFR 

WW L l \J vJ 1 i 1 UUI 1 HUH VJUH 1 \J ULUMIV 1 1 1 1 1- nil 1 1 lllfl 1 ILK 

BOMBS DROPPED BY THE MIGHTY TRAAL OR HE'LL DESTROY 
CIVILISATION. 


on 
ZD 


COSMIC FIRE-BIRDS SOLAR SOFTWARE LOST IN 
DEEP SPACE Y0URJ0BIS TO DESTROY THE WINGED 
CREATURES WHO ARE KNOWN AS COSMIC FIRE-BIRDS. 



YOUR OWN 

CHOICE CHARTS 

This issue's charts reflect the enthusiasms (or otherwise) 
of the Y64 staffers; everyone on the mag was leaned on to 
vote for his/her favourite games of the moment, and a few 
moments of nifty micro magic has produced these top-20 
results. 

Naturally we've no intention of boring everyone silly 
with our moronic tastes, issue after issue. No, the editor 
insists that as soon as possible the charts should reflect 
your moronic tastes. To do that of course we need plenty 
of feedback from readers (not to mention a vastly 
expanded database program to handle the whole thing!) 

And that's why we'd like all of you to write in with your 
top five selection for either the 64 or VIC 20 (or both). Cast 
out all charts of doubtful origin! Between us we will be 
able to give an accurate picture of the games you really 
rate at the present time. 

POLLING POINTS 

Just fill in the ballot form on this page, and in the process 
(bribe, bribe) you may just get to receive a clutch of brand 
new software. That's because, every issue, we'll be pulling 
a voting slip out of the proverbial hat and presenting its 
sender with a selection of the latest goodies. 

Forms returned by the end of May will influence the 
charts in our second issue; later arrivals will be used in 
subsequent editions. Whatever you do, don't stop 
sending them in! 



r, 



Y64 TOP 20 READERS POLL 



1 



My top five games for the Commodore 64 are: 
J 

2 

3 



My top five games for the VIC 20 are: 
1 



Name_ 
Address 



Send this form off today to: 
Your 64 Top 20 
14, Rathbone Place 
UndonWiPlDE 



(or a photocopy should you not 
want to spoil your issue). 



noun 



£2 



1 



2 



3 



4 



5 



6 



7 



8 



9 



10 



11 



12 



13 



14 



15 



16 



17 



18 



19 



20 



YOUR 645 TOP 



INTERNATIONAL FOOTBALL 

COMMODORE 



REALTIME FOOTBALL GAME. 
INCLUDING VERY IMPRESSIVE 
ANIMATION AND GREAT SOUND 



FORBIDDEN FOREST 

AUDIOGENIC 



A HUGE AND VERY COMPLEX MULTI-LEVELARCADE 
ADVENTURE GAME. BASED IN A 

FANTASY FOREST 



REVENGE OF THE MUTANT CAMELS 

LLAMASOFT 




MANIC MINER 

SOFTWARE P 



A TWENTY-LEVEL GAME THAT HAS 
YOUTAKING ON THE ROLE OF MINER WILLY, 

COLLECTING OBJECTS AROUND EACH SCREEN 



BUGABOO 

QUICKSILVA 



MOTHERSHIP 

ARTIC 



CHINESE JUGGLER, 

OCEAN SOFTWARE^ 





LASER SPITTING CAMELS FIGHT AGAINST 
VARIOUS ODDITIES. INCLUDING 
UMBRELLAS ANDCND 
SYMBOLS. 



SUPERB GRAPHICAL CARTOON-TYPE GAME INVOLVING 
YOU (THE FLEA) AND A LARGE DRAGON-TYPE 
MONSTER 



'STAR WARS' TYPE GAME WHERE 
THE PLAYER FLYS HIS SHIP THROUGH ATRENCH. 

GUARDING THE CRAFT FROM ALIEN ATTACK 



A RE-RUN OFTHE ORIGINAL 
HUNGARIAN PLATE-SPINNING IDEA 
WHERE THE PLAYER HAS TO KEEP 
'EM WHIRLING. 



KRYSTALSOFZONG 

PSS 



COLLECT KEYS AS YOU TRAVEL AROUND THE 
MAZES IN A PAC MAN-STYLE 
ARCADE ADVENTURE. 



THE HDRBIT averypopulargraphic 
yci DnimMC uni lor ADVENTURE. BASED ^ 

MELBOURNE HOUSE around tolkein's book 



SIREN CITY 

INTERCEPTOR SO 



YOU'RE ANEW YORK COP DRIVING A'BLACK 
AND WHITE' AROUND THE CITY. THE AIM IS 
TO CATCH THE VILLIANS. 



BUGGER 

ALU G ATA 



GRANDMASTER CHESS 

AUDIOGENIC 



EXTERMINATOR 

BUBBLE BUS 



MOTOR MANIA 

AUDIOGENIC 





HELP THE CROOK PROGRESS THROUGH 30 SCREENS 
COLLECTING KEYS AS HE GOES. IN ORDER TO RETURN 
TO THE SAFE AND THEN OPEN IT. 



COMPLETE. FAST, BUT USER- 
FRIENOLY CHESS GAME 
WITH NINE LEVELS 



FAST AND SMOOTH VERSION OF 
CENTIPEDE, WITH A LOT OF EXTRA 
BADDIES. 




FALCON PATROL 

VIRGIN GAMES 



SCUBA DIVE 

DURELLSOF7WA 




MILEAGE COUNTS IN THIS TOP VIEW 
DRIVING CHALLENGE WHERE SURVIVAL 
ISTHE NAME OFTHE GAME. 



AS SOLE SURVIVOR OFTHE FALCON PATROL 
YOU MUST DESTROY THE ATTACKING 

ENEMY AIRCRAFTWITH YOURVTOLJET 




COLLECT AS MUCH TREASURE AS YOU CAN FROM 
THE WATERY DEPTHS.AVOIDING THE CLAMS, SHARKS, 

OCTOPUSES. ETC. 



SPACE SHUTTLE 

MICRODEAL 



LEARN TO TAKE-OFF, ORBIT. DOCK 
RE-ENTERAND LAND YOUR 
SPACECRAFT. 



HUNCHBACK 

OCEAN 



ASSIST QUASIMODO TO RESCUE THE BEAUTIFUL 
ESMERELDA. WHILE AVOIDING THE GUARDS 
WHO INSIST ON STICKING SPEARS IN HIM. 



MR WIMPY 

OCEAN 



MEGAWARZ 

PARAMOUNT 





FIGHTTHE INVADING ALIENS AS THEY INVADE EARTH 
FROM WAY OUT IN THE SOLAR SYSTEM, THEN 
RETURN HOME. 




The Name 
For Quality 

And 
Innovation 






ADVANCED PILOT TRAINER 

Written by a flight simulator instructor and pilot. 
Superb graphics. commodore vie 20 16K £7.95 



TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322)92513/8 

MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING 



FIRING-UP 



B A S 



I 



C 



The Neanderthal version of Basic you were lumbered with 

when you first got your 64 has been a major cause of 
frustration. Without recourse to additional software, high- 
resolution routines can be a long, slow agony. Relief is now at 
hand from Phil Cornes and Tony Cross who break down the 
barriers with this machine code listing for adding guts to your 
Basic — with nine essential commands. 



The routines have been written so that 
they form an extension to the resident 
CBMBasicandtheyarecalledby using 
their own keywords Parameters are 
passed to these new keyword routines 
in normal Basic integer variables — 
which makes the routines much more 
friendly and easy to use. 

The New Keywords 

The Hex dump contains nine new Basic 
keywords, each of which is prefixed 
with the @ symbol. (The @ symbol forms 
part of the keywordand must not be left 
out) They are: 

@01D restoresaprog ram which hasbeen 
accidentally NEWd. If @OLD is used 
when there is no program in memory 
(for example on switch on) then itsaction 
is indeterminate. 

(q> MOVEBAS moves the bottom of the Basic 
program text area from address 2048 
decimal up to address 1 6348 decimal. 
This protects the high resolution screen 
and frees space for 32 sprites Any pro- 
gram which isinmemorywillbelostand 
so @MOVEBAS prints a SURE? mes- 
sage before it moves the memory. A 
replyof Y willcausethe bottom of Basic 
to be moved. A reply of N (or anything 
except Y) will abort the command. 
Ca>HRG locatesthe high resolution screen 
at address 8 1 92 decimal and switches 
to high resolution mode. 
@LHG switches to low resolution (nor- 
mal text) mode. 

cGCLEAR clears the high resolution 
screen (provided if s located at address 
81 92 decimal). 

@GC0Lsets up the foreground and back- 
ground drawing colours on the high 
resolution screen. The foreground 
colour is read from the Basic integer 
variable FC% and the background 
colour is read from BC%. If either FC% 
or BC% does not exist then normal text 
mode is entered and a SYNTAX ERROR 
message is printed. FC% and BC% are 
not checked for range, but only the low 
4 bits of each variable are significant 
(numbers in the range 0 to 1 5). 
@ STYLE sets up the drawing style which 
will be used for @PLOT and @LINE. 
The value of style is read from the Basic 
integer variable S%. If S% is 0 then re- 
place style is used. This means that a 
dot will be plotted ora line will bedrawn 



regardless of the exisitng state of these 
dotsonthescreen.lfS%is1 thenexclu- 
sive or style is used. This means that 
before a dot is plotted or a line is drawn, 
the existing state of the dots (1 to 0) is 
exclusive OR'd with 1 to give the value 
which will be written. 

For example, a dot which is plotted in 
exclusive or style will erase an existing 
dot at the same point or, if the dot is not 
already lit it will light it 

lfS%doesnotexistthen normal mode 
isenteredandaSYNTAXERRORmes- 
sageisprinted.lfthevalueinS%isnotO 
or 1 then normal mode is entered and 
an ILLEGAL QUANTITY ERROR mes- 
sage is printed. 

<s>PL0T plots a point on the screen using 
the existing value of style. The X co- 
ordinate to be plotted is read from the 
Basic integer variable X% and the Yco- 
ordinate is read from Y%. The system 
variables LASTX and LASTY are set to 
the values in X% and Y%(see@LINE). If 
eitherX% or Y%doesnotexistthen nor- 
mal text mode is entered and a SYN- 
TAX ERROR message is printed If 
either X% or Y% is off screen then the 
point will not be plotted 



@UME draws a line from the point in the 
system variables LASTX and LASTY 
(see @PLOT) to the point specified in 
the Basic integer variables X% and Y%. 
The system variables LASTX and LASTY 
are then set to the values in X%andY%. 
If either X% or Y% does not exist then 
normal text mode is entered and a 
SYNTAX ERROR message is printed. If 
a line goes off screen, then that part of 
the line which is on screen may or may 
not bedrawn, depending on howfaroff 
screen it goes Lines which are wholly 
on screen will always be drawn, so the 
rule is don't try to draw lines which go 
off screen! 

All these commands can be used in 
either direct mode, or in program lines 
(either single or multi-statement). If 
they are used in direct mode, however, 
the new keyword must be the first state- 
ment on the line or a SYNTAX ERROR 
will result 



About The Hex Dump 

Once you've typed everything in, you 
can save it byenteringandRUNingthe 
following program: ► 




Before attempting to load the Hex 
dump, you will need to enter the 
listing below which will allow you to 
modify the contents of selected 
memory areas 

When you have entered and 
RUN it, you will get the message 
"EnterStartAddress(Hex)". You 
should then respond with the start 
address — in this case COOO. Type 
in the new values in Hex and press 
Return. After all modifications have 
been made, type a capital X and 
press Return again. This gets you 
back to the "Enter Start Address" 
message, and another X will 
terminate the program. 
If you don't feel up to typi ng in the 
listing, you'll be pleased to know 
ifs available on cassette at £4.95, 
direct from General Software, PO 
Box 1 5, Stone, Staffs ST1 5 OSE It 
comes with additional 



documentation to help you add 
your own keywords and extend 
Basic even further. 

16 INPUT "ENTER START ADDRESS (HEX) ' 
iHI 

28 IF HI-'X' THEN END 

36 GOSUB 2888 : K-D-l 

49 K-K+l : D*K . GOSUB 1888 

58 PRINT HI. ' *i 

68 D-PEEK(K) : GOSUB 1908 

78 PRINT RIGHTI(H*,2)i 1 'i 

88 HI-" : INPUT HI 

96 IF Hf-*X* THEN 18 

196 IF H8«" THEH 49 

116 GOSUB 2888 

126 POKE CD 

136 GOTO 46 

1066 Hf«" : FOR C-4 TO 1 STEP -1 
1616 T-INT(D/16t(C-l))-INT(0/l«TC) 
• 16 

1626 IF- T>9 THEN 1848 

1638 HI-Ht+CHR*(T+46> . GOTO 1656 

1846 HI-H*+CHR«(T*55) 

1658 NEXT C : RETURN 

2668 0-6 : FOR C-l TO LEN<Hf > 

2618 D-DU6 

2928 IF NIDI(HI I C.1)>"9" THEN 2848 
2838 D"D*ASC(niDKH$.C.l)>-48 

GOTO 2858 
2648 D-D*ASC(HIDI(HI.C,l)>-55 
2858 NEXT C : RETURN 



Home 

Computer 

Centre 



VIC 20 and CBM 
Commodore Bust 



64 ate req'd trade marks 
ness Machines 



208 Aigburth Road, Liverpool L17 9PE 
Tel 051-727 8050 

ASTERFRET TRADING LTD INCORPORATES 
HOME COMPUTER CENTRE 






For the 

Commodore 64 



4 SLOT SWITCHABLE MOTHERBOARD £29.95 

5 SLOT SWITCHABLE/ 

BUFFERED MOTHERBOARD £42.50 

80 COLUMN/GRAFICARD £68.95 

PIXSTIK (inc. Paintbox & 3 Games) £29.95 

QUICKSHOT II JOYSTICK £12.95 



-*lOt* cir 



on 



For the 
VIC-20 



16K STANDARD RAM PACK 
16K SWITCHABLE RAM PACK 
32K SWITCHABLE RAM PACK 
64K RAM PACK + 2K EPROM 
2 SLOT MOTHERBOARD 

4 SLOT SWITCHABLE MOTHERBOARD 

5 SLOT SWITCHABLE/ 
BUFFERED MOTHERBOARD 

40/80 COLUMN CARD 

PIXSTIK (inc. Paintbox & 3 Games) 

QUICKSHOT II JOYSTICK 



£27.95 
£35.95 
£49.95 
£64.35 
£ 6.85 
£28.95 

£34.45 
£64.95 
£29.95 
£12.95 



All products are fully guaranteed 

FOR FURTHER INFORMATION ON ANY OF THE ABOVE PRODUCTS, 
PLEASE CONTACT US AT THE ABOVE ADDRESS. 





AVAILABLE AT ALL SPECTRUM SHOPS. HMV. SELFRIDGES. JOHN MENZIES 
LEISURE ZONE AND ALL GOOD COMPUTER SHOPS. 
DEALERS PLEASE CONTACT US FOR THE NAME OF YOUR NEAREST DISTRIBUTOR. 

NEW RELEASE 
AAARGH 1 CONDOR lot Commodore 64 
THE FABULOUS WANDA 100% last acuon machine code. Avoid the 

AND THE SECRET OF LIFE obstacles and hazards to climb the mountain to 

THE UMVERSE AND EVERYTHING -each ,he Spea. Then -lay (he Condor before 



tot COMMODORE 64 

An adult fantasy 
game with A'cade Action 

You are travelling far 
from home looking for good 
limes around the Universe, 
wnonyouare intercepted 
by the evil 8ruti<s of the Federation 
Brutus forces vou to go and seek the Secret of Life, 
the Universe and Everything - known only to the 
Fabulous Wanda, a hostess En the Spaced Out inn m 
Highsville on the planet COPUS Vou are telcported 
down to Highsville where iho Customs man 
demands money for Tpleport Ta* There is a video 
game in the Terminal with 3 credits left 
Now you are on your own and you must decide how 
to pioceed to Highsville Mamsiteet to find the 
various establishments io enter and 

OGLES lor BBC/B 

Designed with people of ah ages m mind this 

programme provides an aid lo learn and match 

colours as well as being very enieiammg Not only 

have colours to be matched m sequence but co 

ordination skills can be developed by moving the 

correct coloured OGLE to match a pattern displayed 

on the screen Interest and amusement are provided 

by vou as Gordon having to control vour pet dog 

Flash bv guidmg him io collect ihe matching OGLE. 

carry it back and to drop it at the correct position 

There are two levels of play 

An easy level lot the younger person 

A professional level for the older person with play 

against the clock and Hall of Fame 

OGLE COMPETITIONS ARE FUN' C8.95 



carries yom bird off 

BARFtELDROP' tot 48K SPECTRUM 
Poor Gordon' His drainpipes are blocked again and 
the only way to clear them is to drop barrels down 
them Gordon stands on the top of his roof with 5 
barrels When the game starts he ll roll one down 
ihe roof. Press SPACE io drop it through the roof 
accurately into the centre of a drainpipe and you'll 
score the number of points m the pipe, which will 
stan to flash, and Gordon will get the barrel back for 
another go The barrel will be lost if the drop is 
inaccurate, or into a pipe already filled, but ■ Flash 
the dog i$on hand* I' you know you're going to lose 
ihe barrel and you can see Flash peeping out from 
the boliom-nght corner, press D and Flash will save 
il' Once vou clean all 5 pipes, you will get a bonus, 
but there's a surprise m store beforo you get the n««i 
set of pipes to fill £5.95 

SUPERSNAILS tor 16K or 4BK SPECTRUM 

Snails specially imported from West Alnca are 
being kept m Or Van Wmklehoff s laboratory for 
genetic eapenments The Ooctor has turned them 
into a super-breed of snail who now leave behind a 
(rail of super glue that will trap any snail touching it. 
Two of the snails, continually moving and 
controlled by ihe players, escape from their pens 
into the laboratory Unfortunately, only one of Ihe 
snails can escape from here into the outside world 
without raising the alarm. Vou must therefore trap 
your opponent and lher» iry io escape through the 
small door which will thon appear 
Features.- * Fast Action ■ 100°o Machine Code 

' Nine levels of difficulty 
£5 95 ' Keyboard or Joystick Control 





GBERT 

tot COMMODORE 64 

A fast Arcade Action Game 
for all the family to play 
Written m 100"- Machine 
Code for super-last action' 
Egbert works on the 
production Ime at LEVSPACE' 
It was a comfortable life until 
the invasion of the TEBBITES 
from the planet TOR Egbert's union has 
been exterminated and the Tebbites have left their 
deadly Pels running wild in the workplace As if lhat 
wasn't enough, the evil invaders iiave forced Egbert 
to lake care of an Egg ■ damaging the Egg will have 
fatal consequences for poor Egbert Egbert is now 
on piecework ■ can he earn a decern wage* Can he 
even survive* WARNING! You may get an ulcer by 
playing this game 

SIX LEVELS OF SKILL ANYBODY WHO CAN DO 
LEVEL 6 SHOULD WRITE AND LET US KNOW 



ARITHMETIC FUN TIME for TI99 

Elementary addition, subtraction, multiplication 
and division ea erases providng valuable practice 
and drill lor young children who are developing 
their basic mathematical skills. 
Uses coloui graphics and sounds io give a good 
presentation with the sums appearing m large 
letters on a blackboard 

The Computer plays back sums which the child has 
difficulty with showing the child the correct 
solutions Uses the basic TI99 console £5 95 

Games Machine Ltd . Business & Technology Centre. 
Bessemer Drive. Stevenage. Hens SGl 20X. 
Telephone (04381316561 



Please add SOp lo cover post and packing 

I enclose a cheque P.O. payable 10 GAMES MACHINE LTO . lor I 

or debit my Access Baidaycard account no. 

Signature 

NAME 

AODRESS , 



QTY 



HC W 4tl 



WANDA 






BARRELDROP 






EGBERT 






SUPERSNAILS 






OGLES 






ARITHMETIC 






TOTAL 





SEND TO - 

GAMES MACHINE LTD.. 
FREEPOST. 
STEVENAGE. 
HERTS SGI 2YH. 
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FIRING-UP 

BASIC 

10 PRINT "(clr/home)" 

20 FOR X=0 TO 1 952 STEP 6 : PRINT X+1 00; 
"DATA": 

30 FOR Y=0 TO 5 : Z=PEEK (491 52+X+Y) 
40 PRINT H I OS CSTRS(z). "; 
50 NEXT Y: PRINT CHRJ|20) 
60 NEXT X: END 

This will print lines of DATA state- 
ments on the screen. You can then 
simply place the cursor on each line 
in turn and enter it as though you had 
typed it yourself. When you have 
entered each DATA line, change the 
first 6 lines of the program to the 



following lines; 

10 REM THIS LOADS THE EXTENDED BASIC 

KEYWORDS 
20 F0RX=0 TO 1952 
30 READ Z 

40 POKE 491 52+X.Z 
50 NEXT X 
60 END 

You now have a Basic program which, 
when RUN, will POKE the new 
keyword routines in for you. This pro- 
gram can be SAVEd to tape or disk 
underany name you like. 

Before the new keywords can be 
used they must be linked in to the 
resident Basic interpreter. This is 
done by typing SYS 49800, and you'll 
see the following message on the 
screen: 



""CBM 64 EXTENDED BASIC"" 

(C) AL CROSS 19B3 * 64 K RAM SYSTEM READY 

The new keywords are now ready for 
use. 

Finally, note that pressing RUN/ 
STOP and RESTORE will disable the 
new keywords. They can be simply re- 
enabled by typing SYS 49800 again 
(which will not damage any of the pro- 
grams in memory). 



The Hex Dump 

We've listed the program with 8 bytes 
to a line. Every new line has the Hex | 
address of the first byte printed 
alongside it so that you can keep 
track of where you've got to. ► 



THE HEX DUMP 



C000 
C008 
C010 
C018 
C020 
C028 
C030 
C038 
C040 
C048 
C050 
C05B 
C060 
C068 
C070 
C07B 
C080 
C088 
C090 
C098 
C0A0 
C0A8 
C0E;0 
C0B8 
C0C0 
C0C8 
C0D0 
C0D8 
C0E0 
C0E8 
C0F0 
C0F8 
C100 
C108 
C110 

cue 

C120 
C12B 
C130 
C13B 
C140 
C148 
C150 
C158 
C160 
C168 
C170 
C178 
C1B0 
C188 
C190 
C198 
C1A0 
C1A8 
C1B0 
C1B8 
C1C0 
C1C8 
C1D0 



4F 4C 

42 41 
4C 52 
41 52 
00 53 

43 4F 
00 4C 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
00 00 
45 C3 
F8 C3 
5B C5 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
40 C3 



44 00 4D 

53 00 48 
47 00 47 
00 53 4D 

54 59 4C 
4C 00 50 
49 4E 45 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00-00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
00 00 00 
99 C3 D6 
69 C4 24 
6B C6 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 
40 C3 40 



4F 56 45 

52 47 00 

43 4C 45 

4F 56 45 

45 00 47 

4C 4F 54 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

00 00 00 

C3 E7 C3 

C5 45 C5 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 

C3 40 C3 



C1D8 
C1E0 
C1E8 
C1F0 
C1F8 
C200 
C208 
C210 
C218 
C220 
C228 
C230 
C23B 
C240 
C248 
C250 
C258 
C260 
C268 
C270 
C27B 
C2B0 
C28B 
C290 
C29B 
C2A0 
C2A8 
C2B0 
C2B8 
C2C0 
C2C8 
C2D0 
C2D8 
C2E0 
C2E8 
C2F0 
C2F8 
C300 
C30B 
C310 
C318 
C320 
C32B 
C330 
C33B 
C340 
C348 
C350 
C358 
C360 
C368 
C370 
C378 
C380 
C38B 
C390 
C398 
C3A0 
C3AB 



40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
93 0D 
2A 2A 
20 2D 
44 45 
43 20 
20 20 
20 43 
39 38 
36 34 
53 59 
0A 52 
0A 00 
00 62 
00 40 
00 80 
60 00 
FD 7D 
A9 00 
4C 85 
C2 85 
D0 44 
02 C9 
A0 00 
E6 7A 
Fl 20 
ID A9 
C2 A0 
0D C9 
F2 E6 
B0 0A 
30 38 
A9 00 
E6 7A 
A2 00 
D0 04 
F0 04 
18 65 
60 85 
B0 D8 
BD 00 
A2 0B 
86 A5 
00 Dl 
F8 C8 
91 86 
B6 A0 
Bl 86 
86 85 
00 65 
32 60 
Bl 86 
D0 A9 
20 CF 
00 8D 



40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
20 20 
20 43 
20 45 

44 20 
2A 2A 
28 43 

52 4F 
33 20 
4B 20 

53 54 

45 41 
00 FF 
00 20 
00 42 
00 02 
00 00 
FF F7 
A0 C2 
7C A9 
7E 6C 
A5 9D 
40 D0 
Bl 7A 
D0 F6 
74 A4 
40 38 
00 Bl 
3A F0 
7B 38 
C9 20 
E9 D0 

85 7F 
D0 02 
Bl 7F 
C8 38 
CB 38 
7F 85 
80 A0 
BD 00 
CI 85 
6C 00 
2C B5 

86 F0 
98 A0 
C8 A9 
00 Bl 
D0 16 
20 85 

87 85 
A0 00 
85 87 
CF A0 
FF C9 
00 40 



40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
20 20 
42 4D 

58 54 
42 41 
2A 0D 
29 20 
53 53 
20 2A 
52 41 
45 4D 
44 59 
FF FF 
00 00 
00 42 
00 00 
66 00 
FF FF 
20 IE 
9E 85 

02 03 
F0 28 
1C 20 
C9 20 
E6 7B 
A9 00 
B0 IB 
7A C9 
09 E6 
B0 ED 
F0 07 
60 4C 
A9 C0 
E6 7B 
F0 24 
B0 F4 
B0 F8 
7F A9 
00 E8 
CI 85 
81 6C 

03 A5 
87 A0 

04 C8 
00 18 
08 65 
86 D0 
A9 02 
2F 85 
2E 85 
Bl 86 
86 86 
C3 20 

59 D0 
8D 01 



40 C3 
40 C3 
40 C3 
40 C3 
40 C3 
20 2A 
36 34 



45 
53 



4E 
49 



0D 0A 

41 4C 
20 31 
20 20 
4D 20 
0D 0D 
2E 0D 
9D DF 
00 00 
62 02 

42 00 
FF 00 
FF FF 
AB A9 
70 A9 
C9 40 
AD 00 
F8 C2 
F0 09 
38 B0 
38 B0 
20 F8 
00 F0 
7A D0 
C9 3A 
38 E9 
73 00 
85 80 
A3 00 
Dl 7A 
Bl 7F 
C8 9B 
00 65 
E8 38 
80 E8 
80 00 
2B 85 
04 A9 
38 B0 
65 86 
87 91 
IB CB 
18 65 
31 A9 
30 85 
AA C8 
38 B0 
IE AB 
27 A9 
40 BD 



C3B0 
C3B8 
C3C0 
C3C8 
C3D0 
:3DB 
C3E0 
C3E8 
C3F0 
C3F8 
C400 
C408 
C410 
C41B 
C420 
C428 
C438 
C43B 
C440 
C448 
C450 
C458 
C460 
C468 
C478 
C478 
C4B0 
C48B 
C490 
C498 
C4A0 
C4A8 
C4B0 
C4B8 
C4C0 
C4C8 
C4D0 
C4D8 
C4E0 
C4E8 
C4F0 
C4F8 
C500 
C50B 
C510 
C518 
C520 
C528 
C530 
C538 
C540 
C548 
C550 
C558 
C560 
C568 
C570 
C578 
C5B0 



02 40 
2C 85 
82 02 

85 31 
53 55 
0D 18 

00 11 
F7 2D 
DF 2D 
A9 00 
A9 40 
A9 00 
D0 07 
60 A0 

86 D0 
A5 2D 
A0 00 
A5 86 
Bl 86 
86 C5 
AA CB 
98 18 
A5 87 
C7 A9 
89 20 
57 C9 
A9 01 
B0 F9 
A9 80 
34 A6 
D8 85 
28 C4 
98 9D 
8B A5 
8D 10 
D0 80 
4C DB 
6C 00 
6C 00 
A9 15 
85 88 
C4 B0 
8F 85 
C3 85 
8A D0 
05 BA 
4C DB 
A9 80 
0E 8A 

01 D0 

03 C4 
A9 00 
A9 E8 
4C 8C 
C5 A5 
80 88 
20 8C 
48 AO 
68 11 



85 
A5 



80 81 02 
2E 85 30 
A9 03 85 
A9 01 85 
52 45 3F 
D0 80 18 
00 8D 11 
18 D0 80 
11 D0 80 
85 86 A9 
85 88 A9 
BA A5 
86 C5 
00 A5 BA 
E9 E6 87 
85 86 A5 
A5 87 C5 
C5 2F 00 
C5 88 00 
89 D0 0B 
Bl 86 A8 
69 06 65 
69 00 85 
03 85 88 
28 C4 B0 
08 B0 53 
C8 88 F0 
85 8A A9 
85 89 20 
FB 98 9D 

88 A9 80 
B0 21 BA 
00 D0 68 
8A 49 FF 
00 60 A5 
10 D0 60 
C4 20 E3 
03 20 E3 
03 A9 IB 
8D 18 00 
A9 C3 85 

22 8A 00 
BA A9 C6 

89 20 28 
0D 98 0A 
85 8A 60 
C4 00 A9 
85 89 20 
D0 0E 98 
07 8C 23 
4C DB C4 

86 A9 
88 A9 
C4 20 AA 
FB 80 87 
C7 A5 FD 
C5 20 D0 

23 C5 C9 
FB 38 B0 



>D 
>B 



85 
85 



A9 40 85 
85 32 8D 
85 2F 
60 00 
00 A9 08 
00 A9 20 

00 60 A9 
18 D0 A9 
11 00 60 
20 85 87 
3F 85 89 

87 C5 89 

88 D0 01 
91 86 E6 
38 B0 E4 
2E 85 87 
38 D0 08 

02 38 60 
11 C8 Bl 
C8 Bl 86 
IB 60 C8 
B6 85 86 
87 38 B0 
A9 CE B5 
57 98 30 
0A 85 FB 
04 0A 38 
09 85 88 
28 C4 B0 

01 00 A9 
85 89 20 
48 A6 FB 
C9 00 00 
20 10 00 
8A 0D 10 
4C 03 C4 
C4 A2 0B 
C4 A2 BE 
80 11 D0 
60 A9 C2 

89 20 28 
22 98 29 
85 88 A9 
C4 B8 00 
0A 0A 0A 
4C D3 C4 
D3 85 68 
28 C4 B0 
F0 04 C9 
C5 60 4C 
20 EE C4 
04 85 87 
07 85 89 
C5 28 BC 
C7 A5 FC 
8D 89 C7 
C5 A0 00 
01 F0 06 

03 68 51 



FIRING-UP 

BASIC 



C588 


FB 


91 


FB 


60 


A5 


FC 


C9 


01 


C590 


F0 


04 


B0 


13 


90 


06 


■ A5 


FB 


C598 


C9 


40 


B0 


0B 


A5 


FE 


D0 


07 


C5A0 


A5 


FD 


C9 


C8 


B0 


01 


60 


68 


C5A8 


68 


60 


A9 


D8 


85 


88 


A9 


80 


C5B0 


85 


89 


20 


28 


C4 


80 


16 


86 


C5B8 


FC 


84 


FB 


A9 


D9 


85 


88 


A9 


C5C0 


80 


85 


89 


20 


28 


C4 


B0 


05 


C5C8 


84 


FD 


86 


FE 


60 


4C 


D3 


C4 


C5D0 


A5 


FB 


48 


29 


07 


BD 


18 


C6 


C5DB 


68 


29 


FB 


85 


FB 


A5 


FD 


48 


C5E0 


29 


07 


BD 


19 


C6 


68 


29 


F8 


C5ES 


49 


4A 


4A 


4A 


85 


FD 


4A 


4A 


C5F0 


18 


65 


FD 


85 


FD 


68 


0A 


0A 


C5F8 


0A 


0D 


19 


C6 


IB 


65 


FB 


85 


C600 


FB 


A5 


FD 


65 


FC 


19 


69 


20 


C608 


85 


FC 


A9 


80 


AE 


19 


C6 


EB 


C610 


CA 


F0 


04 


4A 


38 


B0 


F9 


60 


C618 


00 


00 


AD 


91 


C7 


39 


ED 


93 


C620 


C7 


8D 


91 


C7 


AD 


92 


C7 


ED 


C628 


94 


C7 


BD 


92 


C7 


08 


F0 


0C 


C630 


10 


05 


A9 


FF 


38 


B0 


0E 


A9 


C638 


01 


38 


B0 


09 


AD 


91 


C7 


C9 


C640 


00 


D0 


F4 


A9 


00 


AA 


28 


10 


C648 


IB 


AD 


92 


C7 


49 


FF 


8D 


92 


C650 


C7 


AD 


91 


C7 


49 


FF 


18 


69 


C658 


01 


8D 


91 


C7 


A9 


00 


6D 


92 


C660 


C7 


8D 


92 


C7 


AC 


92 


C7 


AD 


C668 


91 


C7 


60 


20 


AA 


C5 


A5 


FB 


C670 


8D 


84 


C7 


8D 


91 


C7 


A5 


FC 


C678 


8D 


85 


C7 


8D 


92 


C7 


A5 


FD 


C680 


80 


86 


C7 


AD 


87 


C7 


9D 


93 


C688 


C7 


AD 


88 


C7 


8D 


94 


C7 


20 


C690 


1A 


C6 


9E 


BF 


C7 


8C 


BC 


C7 



C698 


8D 


8B 


C7 


A5 


FD 


BD 


91 


C7 


G720 


95 C7 D0 32 18 AD 95 


C7 


C6A0 


A9 


00 


8D 


92 


C7 


AD 


89 


C7 


C728 


6D BD C7 8D 95 C7 AD 


96 


C6A8 


80 


93 


C7 


A9 


00 


8D 


94 


C7 


C730 


C7 60 8E C7 8D 96 C7 


AD 


C6B0 


20 


1A 


C6 


BE 


90 


C7 


8C 


BE 


C738 


8F C7 F0 1A 38 0B EE 


87 


C6B8 


C7 


80 


8D 


C7 


AD 


87 


C7 


85 


C740 


C7 D0 13 EE 88 C7 38 


B0 


C6C0 


FB 


AD 


88 


C7 


85 


FC 


AD 


89 


C748 


0D CE 87 C7 AD 87 C7 


C9 


C6CB 


C7 


85 


FD 


20 


70 


C5 


AD 


8D 


C750 


FF D0 03 CE 88 C7 AD 


87 


C6D0 


C7 


8D 


95 


C7 


AD 


8E 


C7 


8D 


C758 


C7 85 FB AD 88 C7 85 


FC 


C6D8 


96 


C7 


AD 


96 


C7 


30 


45 


D0 


C760 


AD 89 C7 85 FD 20 70 


C5 


C6E0 


85 


AD 


95 


C7 


F0 


3E 


38 


AD 


C768 


AD 87 C7 CD 84 C7 D0 


11 


C6E8 


95 


C7 


ED 


8B 


C7 


9D 


95 


C7 


C770 


■AD BB C7 CD 85 C7 D0 


09 


C6F0 


AD 


96 


C7 


ED 


BC 


C7 


8D 


96 


C778 


AD 89 C7 CD 86 C7 D0 


01 


C6F8 


C7 


AD 


90 


C7 


F0 


1A 


30 


08 


C780 


60 4C DA C6 00 00 00 


00 


C700 


EE 


89 


C7 


D0 


13 


EE 


8A 


C7 


\ The ibon article is reprinted Irom SECRETS OFTHE 




C70B 


38 


B0 


0D 


CE 


89 


C7 


AD 


89 


COMMODORE 64 by P. Comes & K Cross, published 


by 


C710 


C7 


C9 


FF 


00 


03 


CE 


8A 


C7 


Bernard Babani (Publish! nil Ltd, ISBN 0-85934-1 10-0. 


C718 


AD 


96 


C7 


30 


07 


D0 


37 


AD 


At £ 1 .95 the book looks pretty good nine (or money. 








One of those 14 year olds, totally conversant with 
Basic; Pascal; Forth; Lisp; Fortran; Copol; Modula and 
G Or we ASSUME so. he doesn't actually SPEAK a 
language... 




computers 
been talking back t 
their owners for quite some time. Now, 
Commodore 64 users can have that same 
pleasure too— by getting an ADMAN 
SPEECH SYNTHESISER! It's word power 
is endless as there is no set vocabulary. Yt 
operation is simple. The 64 elements of 
English speech are pre-programmed to let you 
put your words together as soon as you switch 
on. Just imagine.. ..you'll be able to program your 
own adventure games with characters that car 
actually talk. Many leading software houses are 
now developing programs that are compatible 
with the Adman 64 Speech Synthesiser. 
First rel 

Twin Kingdom Valley (Bug Byte! Attack- 
Attack (Voyager) 3D Silicon Fish 
Computor Software) 



For Vic 20 users there ore also 
8k and 16k RAM PACKS and 
a 3 PORT EXPANSION 
MOTHERBOARD 

Prices around: 

8k Ram Pack £29.96 

16k Ram Pack £39.95 

Motherboard £19.95 

Speech Synthesiser . . £49.95 



finds its voice! 



Adman computer accessories are available from all 
good computer shops. For futher information, why 

not take a lead Irom our speech synthesiser ask 

lor ul See you local dealer or simply post the 
coupon. 

Dept. C, Adman Electronics Ltd., Ripon Way, 
Harrogate, N.Yorks, HG1 2AU. Tel. 0621 740972 



Please send me information on Adman Vic 20 
Accessories 

Name 



Address. 



Adman Electronics Ltd. is a member of the Adam Leisure Group PLC 



5/84 64/Your 64 
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WANTED! PROGRAMMERS WITH IDEAS! 



Artie Computing, the makers 
of Gobbleman, Galaxians, 
Ship of Doom, Combat Zone, 
Voice Chess and many other 
bestselling home computer 
games are looking for 
programmers with bright 
ideas! 

Have you got the game of 
the decade locked away 
inside your head? 

Could you invent another 
Pac.AAan?Orthe 1980s 
answer to Space Invaders? 

If you can devise new games 
and write them into workable 



programs for a wide range of 
home computers then you 
could be the person we're 
looking for. 

££££££s for Programs! 

Artie will purchase your new 
programs as well as 
guarantee high royalties on 
all subsequent sales. If the 
game you devise is even 
moderately successful this 
could mean considerable 
earnings for you. 

Unlimited technical support! 

If we think your ideas have 



potential we will provide you 
with full technical support — 
all the hardware you need, 
assistance with program 
development and advice on 
how to create even more 
popular programmes. 

All negotiations in strictest 
confidence. Please write to 
Managing Director. 

Artie Computing Limited, 
396 James Reckitt Avenue, 
Hull, North Humberside, 
HU8 OJA. 



RICHARD SHEPHERD SOFTWARE 



A HOME BUDGETING & BANKING SYSTEM 
THAT REALLY MAKES YOUR 
COMMODORE 64 WORK! 



NOW ON CBM 64 DISK AND CASSETTE 




A professional style multi function Cash 
Controller program. In disk format you 
can load, and make an entry ... or 
update your existing records ... in just 
seconds. This easy to use program can 
handle up to 400 transactions, giving 
instant statements of your bank balance. 
Now there's no excuses for going into 
'the red' and paying unnecessary bank 
charges I 



64 



£ 



BANK ACCOUNT 

• Statements on demand from any 
date to date. 

• Holds up to 400 transactions. 

• Standing order facility. 

• All transactions can be 
automatically coded to allocate up to 
1 6 budget headings. 

• Search facility for any single item 
by description or amount. 

HOME BUDGETING 

• 1 6 budget headings, e.g. Gas. 
Rates, Car, Tax - you can choose the 
headings 

• Highlights under/over spending 

• Full budget expenditure 
breakdown 

• Budget "re-think" facility 

LOAN/MORTGAGE 
CALCULATOR 

All you ever wanted to know but 
didn't like to askf Calculates: 

• Interest rates 

• Payback periods 

• Capital sum 

• Period of loan 



• PRINTOUT FACILITY 

• FULL SECURITY WITH 
PERSONAL PASSWORD 

• SAVE DATA ONTO 
CASSETTE OR DISK 

Available from good computer 
stores or direct by mail order... 
at a price that won't upset 
the Bank Manager! 



PRIORITY MAIL ORDER 



£9.95 



INCP&P 
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STARTERS 

ORDERS 

Now that there are plenty of books devoted to the 64, how can 
you decide which one to choose?Nik Lumsden leads the way. 



Backinthedarkdaysofearly'83,when 
the 64's older brother VIC was king of 
many a suburban castle, you could 
count the number of tomes devoted to 
the64ononefinger— andthat included 
the Commodore 64 User's Guide. The 
Programmer's Reference Guide was a 
legendary grail sought after in vain by 
many a crusading programmer. We'd 
all read about the fantastic sprite and 
music capabilities of our new machine, 
but how to dig them out — that was the 
problem. Then, round about April, the 
first copies of the PRG trickled through 
and silence descended again. As the 
mists cleared, the 64 started to reveal 
some of its secrets. 

Well, that situation has all changed 
now. Thesedays barely a weekgoesby 
withoutanewBookofCBM Revelation 
popping up. So it's back to square one, 
although thistimetheproblemfornew- 
comers is what to choose from this 
veritable cornucopia Many of the books 
mentioned in this review naturally dup- 
licateareasalreadycoveredbythetwo 
official Commodore guides —some, in 
fact do so with a great deal more lucidi- 
ty, especially for a beginner. So let me 
stress the prime importance of acquir- 
ing the Programmer's Reference Guide 
as your major source book, after which 
ajudiciousselectionfromthefollowing 
titlesshould set you well on the road to 
enlightenment 

In this first issue we can't hope to do 
more than give a brief resume of some 
of the material that has appeared over 
the last 1 2 months. Most of the books 
aregeneral in nature and clearly aimed 
at the beginner — they contain a fair 
sprinkling of barren leaves such as 
ASCII codes, error messages tables 
and set-up routines, all succinctly if 
somewhat dryly covered by Big C itself. 
Over and above this duplication, how- 
ever, they all contain useful general 
routines which should help to clarify 
some of the more shadowy aspects of 
Basic — such as string handling, multi- 
dimensional arraysandthat seemingly 
impregnable sound barrier, the SID 
chip. 

So.forstarters, we have Ian Sinclair's 



Commodore 64 Computing. This is 
clearly aimed at the beginner, but does 
a fairly thorough job on sprite defini- 
tion, menu construction and one-voice 
routines for the music chip. It's already 
beginning to show its age and is a sur- 
vivorfrom thedayswhen [he PRG hadn't 
hit these shores; it should, however, 
whet the beginner'sappetitesufficient- 
ly to let programming begin. 

Software64 byOwen Bishopgetsits 
teeth into programming proper and 
contains 1 3 practical listings. The first, 
'Accountant', runs to six densely- 
packed pagesandlooksguaranteedto 
keepfingers tappingfar into the night I 
can vouch for 'Sounds Incredible', 
which gets all three voices of your 64 
singing and it's useful too for experi- 
menting with some of the more esoteric 



parameters of the SID chip. Other 
utilities include an Info File, a Phone 
Call Costerand a Pools Forecaster. All 
programs are tape-based but can easily 
beconverted to work with disk. 

MrBishop'scompanion volume, The 
Commodore64 GamesBook bearsthe 
subtitle '21 Sensational Games'. The 
monochrome screen shots which head 
each section seem bent on belyi ng this 
claim and aren't likely to send anyone 
rushing to the keyboard. But don't let 
this deter you: there's plenty there to 
give budding games programmers a 
taste of what can still be done in Basic 
Incidentally, 'Snorkel 1 , with its pearl-fish- 
ing theme and clever use of six inde- 
pendent underwater sprites, looks like 
anearlyprototypeforcurrentraveScuba 
Dive. All the games are keyboard-con- 
trolled, but can be adapted to work with 
a joystick. 

Sunshine Booksgot off to a cracking 
start with David Lawrence's The Work- 
ing Commodore64. Thisadoptsa mod- 
ular approach to programming which 
lets you type in and test each segment 
asyougo.Youcanthengiveyourbruised 
digits a rest and take in the crystal clear 
annotations before proceeding. I like 
this approach. Apart from learning as 
you go, it isn't nearly as daunting as 
tearing through half a metre of almost 
intractable code which promptly 
crashes before you've got round to 
SAVEingit 

Chapterl gets you going with'Clock' 
— which isjustthatbutalsofeaturesan 
artful use of four-colourscreen sector- 
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□ Mastering Machine Code on your Commodore 64 

Mark Greenshields. £7.95 

□ Mastering the Commodore 64 

Mark Greenshields. £7.95 

□ Challenging Games for the Commodore 64 

William A Roberts. £3.95 

□ Putting your Commodore 64 to Work (15 programs, 
including a complete word processor) 

Chris Callender. £4.95 

□ Putting your VIC 20 to Work 

Tom Lau, £4.95 

D 50 Outstanding Programs for the VIC 20 

Tim Hartnell. £6.95 

□ Delving Deeper into your VIC 20 

Philip Campbell. £4.95 

□ Dynamic Games for your VIC 20 

MathewBoek. £4.95 

□ Creating Adventure Programs on your Computer 

Andrew Nelson. £4.95 

□ The Art of Structured Programming 

Fteter Juliff £5.95 

□ The Easy Way to Program your New Computer 

Tim Hartnell. £3.95 

□ Getting Acquainted with your VIC 20 

Tim Hartnell. £6.95 

□ How to Program the Commodore 64 

Robert Young. £5.95 

These books are available from most book and computer 
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9-11 Kensington High Street, London W8 5NP. 
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MICRO MATHS 24 program revision or seif-miuon course to O- Level 
C24. 50 (except ZX81 0 2 501 

BRAINTEASERS IBBC. Electron. CBM 64| f 5 95 ". . . an interesting 
and amusmg challenge . . you'll like this book" 

ELECTRON USER 

PICTURE PUZZLES (BBC & Electron only Early learning fun 
using educational tests. 3D graphics f6 50 

ANIMATED ARITHMETIC Teaches using moving colour pictures (not 
words) Ages 3 8. C6.S0 (disc C7.50). 
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". . . the programming standard is high The programs are robust ..." 

TIMES EDUCATIONAL SUPPLEMENT 

IMMEDIATE dispatch Micro Maths, and Master Moths. Phone or send 
orders or requests (or tree catalogue (200 programs) to 

_^ World leaden m Maths educational software 

J I 'distributers in countries' 



26 Avondale Ave. 
Staines, Middx. 
Tel :0784 58771 

24 h r 5 . Orders 



v.-- 



GENEROUS THADE 
DISCOUNTS 



24 



H| s T A [3ER R s 

ing that changes every couple of 
minutes. This really is a show-stopper 
that requires very little keyboard dex- 
terity. There are short routines for 
DELETE, MERGE and RENUMBER 
(including GOTOs and GOSUBs), and 
substantial listings for painting with 
block graphics, filing, data manipula- 
tion, and a'Mastermind'-type base into 
which you can enter your own quizzes. 
The generous sections on finance, 
music and 'The 64 as Secretary 1 all de- 
serve some scrutiny. This is one that'll 
really get your computer working for 
you. 

Despite the opening gambit, I can't 
claim any great affinity with adventure 
games. It therefore came as a pleasant 
surprise to come across Commodore 
64 Adventures by Mike Grace. The book 
itself is something of an adventure, its 
author even admitting that before he 
startedon the book he wasa fairly inex- 
perienced programmer. In Part 1 he 
takes you through some of his own pit- 
falls and perils, at the same time giving 
you a basic framework on which to hang 
yourown adventures. Part2(some 1 20 
pages!) takes you step by step through 
all the modules which make up'Night- 
mare Planet' — a complete adventure 
by the author, which all but overflows 
the 64's available memory capacity! 
Lotsof nice touches here: sprites, sound 
effects and — that vital ingredient — a 
sense of humour. Three appendices 
contain variables and flow charts just 
to help you find your way around the 
listings. If you haven't kissed a princess 
lately, GOTO line 14000, this should 
convert you! 

Ian Stewart and Robin James have 
written extensively for Shiva's 'Friend- 
ly Micro' series. Their Easy Program- 
ming for the Commodore 64 is, in their 
own words, "intended to bridge the gap 
between the Manual and the Reference 
Guide". It does just that, with admirable 
layout lots of diagrams and some truly 
appalling puns. Some of the listings 
may lack elegance but they do work 
and are easily understood. Interpel- 
lated into the text are six very useful 
sections on debugging which could 
save you hours of nail-chewing. The 
short intro to hi-res graphics will get 
you drawing circles and polygons at 
the drop of a pixel. Nice one! 

At this point the books started get- 
ting weightier and invariably more 
pricey. It's interesting, incidentally, to 
note the arrival of many of the well- 
established doyens of publishing into 
the micro arena: Duckworth, Prentice- 
Hall, Hodder&Stoughton — even Mac- 
millan's elder statesman (remember 
Super Mac?) has been snapped within 
groping distance of a Speccy. Biograp- 
hies and cookbooks are evidently not 
making the charts these days. 

Duckworth, with a long list of intrigu- 
ing titles in the pipeline, hit the racks 
early on with Pete Gerrard's Using the 



64. Here, though, after only 60-odd 
pages of the usual prelims, we're straight 
into machine code; an Assembler is 
includedtohelpyouonyourway.There's 
also a very useful routine for program- 
ming the function keys — a subject 
which seldom getsmuchcoverage.The 
section on graphics is skimpy, but this 
is well compensated for by the excel- 
lent documentation on sound. You can 
boogie with Jim Butterf ield, play varia- 
tions on the Close Encounters theme 
and use your keyboard to play in har- 
mony. All this and we're only half way 
through! Further along there's info on 
peripherals, memory maps, chip con- 
figurations ...it's all in there some- 
where. I have only one gripe: this isa fat 
book of almost Harold Robbins propor- 
tions; open it flat at the side of your 64 
and the pages dropaway from the glue 
like autumn leaves. Publishers please 
take note: if you can't run to a stitched 
binding, at least bench-test your glue. 
Nevertheless, this is definitely one for 
your short list. 

Commodore 64: Getting the Most 
from It by Tim Onosko is of American 
origin. This one's very well-stitched, and 
well-heeled to boot. The larger format 
and high quality print make it a plea- 
sure to pick up and use. 

All the usual ingredients are here: 
basics first colour, graphics and sound, 
not forgetting joystick routines I par- 
ticularly liked the chapter on word pro- 
cessing which contains an evaluation 
of four of the most popular packages. 
This even tempted me into sampling 
Easy Script, which I'm makinggood use 
of forthis article. The 100-plus pages of 
appendices are even meatier. There's 
breezy Jim Butterfield 'Exploring' as 
usual; Paul Schatz on 'Graphics' (in- 
cluding a Gothic character set gener- 
ator); and Dr Frank H Covitz on 'The 
Well-Tempered Computer' (or sounds, 
to you). Check it out . . . it's worth its 
weight in Chinese Jugglers. 

Another American import is Your 
Commodore 64 by John Heilborn and 
Ran (US-ese for Ron?) Talbot This again 
uses a large format and covers more or 
less the same ground as Onosko above 
It'sverygoodonexplainingsomeofthe 
harder-to-grasp concepts of symbolic 
logic and Boolean operators (by using 
a simple supermarket analogy), and 
particularly clear on the use of thedisk 
drive and printer. By and large, how- 
ever, Onosko & Co win hands down. 

Meanwhile back on the home front, 
Winning Games on the Commodore 64 
(Ellis Horwood, £5.95) recently caught 
my eye. Its authors, TP Barrett and SW 
Colwill, have perhaps been over-modest 
in their choice of title. There's far more 
here than a score of clearly printed 
games listings and how to win 'em. The 
first 100 or so pages are jam-packed 
with programming hints: 'Interesting 
POKES'; multi-colour and hi-res sprite 
demos; joystick routines, including one 
in machine code for greater speed; 
sound effects; and one Ican't wait totry 
— aspaceagecharacterset!Onlyafter 
that do weget down to theserious busi- 
ness of the games themselves. Apart 



from the standard caravanserai of 
'Zappy Zookers' and 'Cosmic Caperers' 
there'sausefuI'DrumKif for bass, snare, 
high and low tom-toms and the intri- 
guinglytitledAr/acfco/fr»eTomaro:"Let 
more than five past and your city be- 
comes ketchup!". This one gets my 
'Value for Money Award" for the month. 

And tnat little lot is by no means all. 
Mark Greenshields' Mastering the 
Commodore 64 devotesa great deal of 
its space to machine code and we'll be 
bringing you some of his programs in 
yot/r64.There'salso David LawrenceS 
Mark Eng land's Machine Code Master 
(Sunshine, E6.95) which gives a full 
Assembler listing and many routines 
for extending Basic. Another typing 
marathon, this one. 

So, with apologies to the dozen or so 
authors we've had to miss out, yer pays 
yer money and yer takes yer choice. 
Spend some time in a large book-store 
leafing through as many of these titles 
as you can before shelling out the 
greenies. If you can afford 'em all, we'd 
like to meet you. 

It's now quite clear that the last 1 2 
months have seen the 64 really estab- 
lish itself, not only as a fine machine 
within most people's reach, but also 
one that's been written and written 
about. And there's going to be plenty 
more where that came from. Watch this 
space. □* 
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A truly remarkable depiction of life cycles in a 
freshwater environment. A semi-educational pro- 
gramme with high resolution graphics, crammed 
with thrills, spills and excitement, featuring: 

Amoeba (Rhizopoda); Hydra (Chlorohydra 
Viridissima); Dragonfly (Erythromma Najus); 
Bloodworm (Phylum Platyheminthes); Jellyfish 
(Craspedacusta Sowerbeii); Beetle Larva 
(Macroplea Leachi); Spider (Argyronata Aquatica); 
Water Fleas (Scapholeberis Mucronata); Bumble- 
Bee (Bombas Lapidarius); and our special guest star 

THE COMMON FROG 

(Rana Temporaria) 

Awesome in its conception 

Brilliant . . . in its depiction 
Dynamic . . . in its execution 



"Savage Pond is a real joy. A totally unique concept, well 
thought out and superbly programmed. Whilst a far cry from 
the usual arcade action it retains all of the excitement. It is an 
ideal family game and children and adults alike will marvel at 
the graphics and storyline . . . you will not find such an original 
and compelling game anywhere else. Buy it and sit back 
knowing that one of the most original games ever programmed 

was written here in Britain." — PAGE 6 — an Atari Users Magazine. 
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SX-64 

The computer industry's attention seems momentarily 
captured by Sir Clive's Quantum Leap into the small business 

market And the question on everyone's lips is whether 
machines like the SX-64 are going to stand the competition. 
Join Henry Budgett at his bench and find out if Commodore 
have missed the business boat . . „ 



As a home computer the original Com- 
modore 64 was a remarkably well 
thought out piece of equipment 
Designed to compete with the likes of 
the Atari 800 (and the Apple II if we are 
to believe Commodore's marketing) the 
machineoffered sound, colourgraphics, 
sprites and much more. All the results 
of your programs or the various games 
displayscould be produced on a stand- 
ard colour television or an optional high- 
quality colour monitor. 

In order to bring out the best of the 
machine's hardware features, provision 
was made for programs to be loaded 
either from cassette or cartridge and, 
should the user actually be interested 
in developing software or learning to 
program, the range of Commodore 
disks and printers could be added. All 
seemed hunky dory, the machine sold 
well and, with the vast library of soft- 
ware available from the earlier days of 
the Commodore PETand its 3000 and 
4000 cousins, it was only natural that 
the small business angle should be 
exploited. Sadly, this is where the nicely 
balanced equation starts to fall apart. 

The first inkling that Commodore was 
preparing loattack the desktop market 
with a Commodore 64-based machine 
came at the 1982 Winter Consumer 
Electronics show where the company 
displayed a trio of 64-based portables 
At this time the only other portables to 
wield any real impact in the market were 
theOsborneanditsimitators;thatmade 
theconceptratherinteresting.Thefirst 
European showing of the machine took 
place at the annual Hanover Messe in 
April of last year. The neat and attractive 
styling met with general approval from 
both the dealers and the computer 
press and the final version, the SX-64 
wasf inally thrust on tothe marketatthe 
beginning of the year. 

But — and if s a big but — since the 
original showing of the machine the 
market for portables has changed 
slightly, the question is, can the SX-64 
still compete with systems like the 
Compaq, Hyperion and Apricot to 
mention but a few? Clearly Commo- 
dore believes it canand, with a price tag 
of less than £900, its only immediate 



competition would appear to be the 
Wren. However, if anything is going to 
upset the marketing of the Commo- 
dore SX-64 it isn't the price orthe styling 
but more the actual capabilities of the 
hardware. For, whisper it not under that 
fancysilver-greywrappingallisnotasit 
should be . . . 



The Superstructure 

Commodore is taking care to point out 
thattheSX-64is'basedon'theexisting 
model; in fact, the actual hardware has 
been substantially re-designed to make 
it fit the new role. Thecasing measures 
1 4.5 by 1 4.5 by 5 inches and ifs made 
of a pleasant silver-grey plastic with 
black grilles and a black fascia. The lid 
of the case detaches to reveal the in- 
tegral screen and disk drive, while the 
lid itself contains the keyboard. 

The carrying handle deserves part- 
icular mention. Specially designed to 
make carrying the SX-64's 24.6lbs a 
very unpleasant experience, ifs been 
coveredinahard.non-slipplasticlfyou 
carry the thing for more than a few yards 



the handle pattern gets indelibly 
stamped into the palm of your hand! 
The same handle is also fitted with locks 
allowing it to act as a rigid stand for the 
SX-64 when the device is being used 
desktop style. 

To the rear of the case is a heavily 
heatsinked area that houses the various 
components of I/O socketry. The power 
cable, mains switch and fuse are 
mounted on the right and the supplied 
cable came fitted with a right-angle plug 
which made it possible to use the SX- 
64 in a somewhat unconventional up- 
right position. I suspect though that 
any other leads or interface units con- 
nected to the back panel would pre- 
vent this. 

In the middle of the panel is the user 
port (actually a PCB edge connector), 
that supports any parallel devices and 
can be adapted to drive the bigger 
Commodore peripherals that use the 
IEEE488 interface system. Overtothe 
left are two 9-pin joystick connectors 
and two Dl N-type sockets that support 
the serial interface for disks and prin- 
ters and the full-sized colour monitor. 




ON THE BENCH 





Comparison with a standard Com- 
modore64immediatelyrevealstheab- 
sence of the cassette connector and 
the cartridge point. The latter is now 
located in the top of the case while the 
cassette port is not implemented at all 
on the SX-64. Also conspicuous by its 
absence is any means of connecting 
the SX-64 to a standard television set 
which meansthat you've got to buy the 
Commodore monitor to get a decent- 
sized display at home or the office. 
Doubtless someone will rapidly offer 
an adaptor, it should be quite simple to 
produce. 

The keyboard is detached from the 
main unitandthecable which links the 
two together, plugsfrom the rear of the 
keyboard into the underside of the main 
unit. Here there's a major design flaw. 
Forget to remove the cable before 
swinging the handle from the working 
to the carrying position and ifs quite 
likely you'll smash the keyboard plug. 
Even worse — when you do remove the 
cable there's no way to plug a hole in 
the main casing that's some 1 .5 inches 
square and large enough for paperclips, 
rain, etc, to fall through into the disk 
drive mechanism. Not only that, both 
the power and keyboard cables are 
supposed to be placed in a special 
pouch which clips on to the handle for 
transport. I say 'supposed to' because 
neither of the review SX-64s I've en- 
countered have been supplied with said 
pouch, which can make things a little 
awkward. Ever tried running for a train 
with six feet of mains cable strung round 
your neck? 

That Drive Again 

Once the case has been opened and 
you've assembled the machinethefirst 
thing you'll notice are the 5-inch moni- 
tor and the single disk drive. The moni- 
tor can support all the colours and 
graphics modes of the SX-64 and boots 
up in the familiar dark/light blue com- 
bination. Text display is the Commo- 
dore standard25linesof40characters 
and is quite legible — although a full- 
sized display is really needed for non- 
remote operation. Unfortunately the 
disk drive is the one we've grown to 
hatef rom the standard 1 54 1 drive unit; 
really it should have been replaced by 
now. Among its most common faults is 
a habit of not locking shut properly and 
repeated alignment problems. 

Immediatelyabovethedriveisacavity 
labelled'storage'. Commodore offersa 
two-drive version of the SX-64 in the 
States called the DX-64 — here in 
Europe we get a hole! Anyone who's 
foolish enough to use the space to store 
their disks deserves to lose all their 
data; there's no shielding between the 



The dish interlace 
hoard is a redesigned 
version of the board 
from a standard 
Commodore 1541 disk 
unit. Complete with an 
on-board processor it 
uses a serial 
communication system 
to pass data between 
the disk drive and the 
main processor and 
memory board. This 
serial transmission 
method is the main 
reason for its 
slowness, but the 
microprocessor does 
pack the data very 
efficiently on to the 
disk. 



A switched mode 
power supply unit is 
used (o drive the 
internals of the SX-64. 
(he whole of the rear 
panel acts as a 
heatslnk. 




The built-in 
loudspeaker provides 
the user with output 
from the computer's 
SID chip. 



A single 5.25" disk 
drive Is titled into the 
SX-64 and despite its 
slim lines the unit cm 

Erove troublesome, 
oth the design of the 
door-catch and the 
problems with head 
aligment are well- 
known, but 

Commodore has yet to 
fix either. 



An Integral 5" colour 
tube completes the 
system and despite its 
small size is of 
excellent quality. The 
unit is accompanied by 
its driving PCS and 
shielded io prevent any 
stray magnetic fields 
corrupting information 
on the disk drive. 



Opening up the SX-64 may prove an unsuitable task for the faint-hearted 



The main processor 
and memory board Is 
based on the existing 
Commodore 64 unit But 
all the I/O functions 
have been separated 
on to their own 



The I/O board provides 
all the peripheral 
Interlace (unctions. 
Two 6522 PID chips 
serve the user port, 
serial interlace and 
the two joystick ports. 
The cartridge port is 
connected directly to 
the address and data 
busses through 
discrete interface 
components, as Is the 
disk interlace 
connection. None of 
the actual connectors 
are located on the 
board; they are all 
connected through 
cables of one sort or 
another. 



The cartridge port 
socket is normally 
protected by a sprung 
flap in the top of the 
case. 



SX-64 SPECS 





DISPLAY 



24 lines of 40 characters on 
integral! 6 colour display 



KEYBOARD 



62 keys plus four (unction keys 
(eight functions with Shift). 



GRAPHICS 



Eight sprites plus on-key 
character graphics. Programmable 
and multicolour character 
graphics. 320 by 200 pixel 
resolution in hi-res mode. 



SOUND 



Three channels, four waveforms, 
plus programmable envelopes and 
filters 



STORAGE 



Integral 5.25" floppy disk holding 
about 170K. 



Parallel user port, serial interface, 
two joystick ports, cartridge port 
and monitor/sound port 



SOFTWARE 



Microsoft Basic, EasyScript, 
EasyFile, Future Finance 



DIMENSIONS 



14 ,5" by 14.5" by 5" 
25.6lbs 



Volume, colour and 
contrast controls are 
located under this flap 
on the front panel. Also 
found in here is a reset 
button for cancelling 
disk drive faults. 



r 



The original 
Commodore 64 
keyboard was rejected 
for the SX-64, possibly 
a mistake, and the new 
unit feels very 

(I a sticky. The 
eyboard casing also 
forms the lid oflhe 
main unit, signals 
being transmitted 
through a detachable 
cable. 



s 




CONTROL 2 
(9- PIN D-TYPEJ 



CONTROL 1 
(9-PIN D-TYPE) 



SERIAL I/O PORT 



3-PIN EUROPEAN 
STANDARD AC 
SOCKET 



VIDEO OUTPUT 
PORT 



USER PORT 
(24- WAY E06E 
CONNECTOR) 



ON/OFF ROCKER 
SWITCH 



FUSE HOLDER 



This is the view you get from the rear of the SX-64. 



ON THE BENCH 



SX-64 




drive and the storage space, and the 
shield between it and the monitor cir- 
cuitry looks decidedly thin. Osborne 
tried this with theOI and, while it looks 
niceand logical, the idea isalltooprone 
to disaster. Keep your manuals and 
keyboard cable in there by all means, 
but disks — no way! 

On the extreme right of the front fascia 
is a little flap tastefully decorated with 
the Commodore logo. Inside are the 
volume and colour controls for the 
monitor, together with background 
controls which set the range over which 
these operate. Also nestling in here isa 
tiny pushbutton labelled Reset Seeing 
this my heart leapt; surely Commodore 
hadn'tfinallyprovideda machine witha 
real reset facility? No such luck! Apart 
from the fact that it's not mentioned 
anywhere in the accompanying manual, 
it transpires the real function it performs 
is to allow the user to reset the disk 
drive when an error has been detected 
The machine itself can still remain 
locked-up till the cows come home . . . 

The keyboard has been substantially 
changed from the standard Commo- 
dore 64.lt nowlies much flatter(where- 
as the other was deeply sculptured) 
and the keys are white instead of grey. 
The layout is basically the same, the 
only obvious difference being that the 
Shift Lock now has an LED to let you 
know when it's been pressed. The feel 
is very plasticky and the keys make a 
clacking sound; and although the 
machine under test gave no trouble, a 
fellow reviewer has experienced severe 
reliability problems with it. Commodore 
has followed its time-honoured tradition 
of engraving the front of the keytops 
with the corresponding graphics sym- 
bols — which seems somewhat strange 
ona machine that's intended to be sold 
to professionals. 

Rummaging Inside 

Taking the lid off a Commodore SX-64 
is no easy task, and indeed one well 
worth avoiding for the average user. 
However, forareviewersuch tasks are 
mandatory and although I've long since 
got past the squeamish stage as far as 
computer innards are concerned, the 
next few paragraphs may prove unsuit- 
able for the faint-hearted! When Com- 
modore created the original 64 it was a 
simple, single board design. OK, so it 
needed a power supply and a keyboard 
but these are also single PCBs. When 
the SX-64 is opened you might, there- 
fore, expect to find a main board to- 
gether with a power supply, monitor 
board and the disk controller. A nice, 
neat system and one that needs the 
minimum of maintenance. 
Unfortunately thafs not the case with 



the SX-64. The original 64 board is now 
split into a processor/memory board 
andan I/O board that piggy-backson to 
it As if all that wasn't enough they've 
also separated off the cartridge con- 
nector and the rear panel socketry. All 
this lot is interconnected by ribbon and 
bundled cables in profusion and thafs 
before you add in the monitor assembly 
and the disk controller. All in all, and to 
put no finer point on it, the result is a 
mess; if a cable gets broken or detached 



"Nestling in here is a 
tiny pushbutton ~ 
labelled Reset 

Seeing this my heart 
leapt./: 

inherethere'sjustnowayalocaldealer 
will be able to help. All of this might just 
about be acceptable if the metal frame 
was substantially built but even here 
Commodore has compromised. Quite 
how the SX-64 is expected to be able to 
stand uptobeing carted about, banged 
against walls and generally abused is 
beyond me. 

The basic hardware design is much 
the same as the old 64, and there'sstill 
a dedicated video chip that handlesall 
the graphics and sprites plus a sound 
chip(whowantsthreechannelsof sound 
on a business machine?). The memory 
arrangement is the same (although no 
traces of elephants were found) and 
despite the mutilation of the circuit 
boards the system should be entirely 
hardware compatible with the existing 
64. All the processi ng is done by a 65 1 0, 
an upgraded 6502-type chip and the 
operating system kernal is the familiar 
Basic2.0foundontheVIC20and Com- 
modore 64. It's here that many of the 



real changes have been made, and all 
references to cassettes seem to have 
been expunged from the ROM soeven 
if you wanted to add one there's no 
built-in driver to control it 



Basic Decisions 

It's at the Basic level that one really 
starts to ask why Commodore didn't 
takethisopportunitytogoforBasic4.0 
on the SX-64. After all, the language is 
well proven through the 8000 series 
andthenewlyannounced264and364 
machines will be using it The main dif- 
ference for the user is that it has all the 
disk facilities built in, something pain- 
fully lacking on Basic 2.0. Before any- 
one points out that Commodore sup- 
pliesthe DOS Wedge utility on the demo 
disk which rectifies this, it must be re- 
membered that the perceived market 
fortheSX-64 is as a portable computer 
for professionals. Can you really see 
thefrontiersofcomputerliteracy being 
driven back by an operating system 
that requires you to type LOAD"0:$",8 
and then LIST just togetadiskdirectory 
(which overwrites the programyou had 
in memory just for luck)? 

Also somewhat surprising, but just 
another result of using Basic 2.0, is the 
upper case/graphics character set 
Unlike the 8000 series, and its 700 
successor, the SX-64 is stuck with 
capital letters, giving graphics when 
shifted. Great for Basic programming 
but a nuisance forsoftware houses who 
havetoswapcharactersets.Whilstthis 
is easily done Gust pressing Shift and 
the Commodore key toggles the two 
character sets), ifs another of those 
little annoyances that detract from the 
overall usability of the machine. 

Back-Up Material 

Commodore's history with manuals has 
never been terrific, although it's fair to 



Turbo Extended Basic 



SPRITES 




TURBO eitanOM 8AWC «*h 
irw lodo-mg 45 POWERFUL 
EASY TO USE COMMANDS to 
jwCommo««»64- 



G RAP H ICS 



0FY0UT1CBM64 
With 
TURBO 

45 powerful Con/run ci 
make pokms a iMng of !M 



CENTRONICS 
INTERFACE FOR THE 
COMMODORE 64 

ONLY £29.90 7&' 
CENTRONICS PRINTER 
CABLES FOR: 
BBC/ORIC/ DRAGON 
ONLY E12.99 inc VAT & P&P 



UTILITIES 

AT 

CLD 

CSV 

DELETE 

DOKE 

KALI 

HM 

JUMP 

KEY 

LOW 

MODE 

OLD 

PAUSE 

POP 

Hf. 

REPEAT 

SWOP 

TEXT 

unti 



MUSIC 

CLS 
SOUND 
SYNTH 
WAVE 



ONLY 

£ 14-95! 

AZTEC SOFTWARE 

17 Station Road. Mirfield. 
West Yorkshire WF14 8LN 

TRADE & EXPORT ENQUIRIES 
WELCOME tel 0924 492826. 



DUCKWORTH 
HOME COMPUTING 

All books written by Peter Gerrard. former editor of Commodore 
Computing International, author of two top-selling adventure 
games for the Commodore 64. or by Kevin Bergin. Both are 
regular contributors to Personal Computer News, Which 
Micro? and Software Review. 

SPRITES & SOUND ON THE COMMODORE 64 

by Peter Gerraid 
A complete guide to using the extraordinary features of the 
Commodore 64. together with a full working explanation of the 
chips that make it possible: the 6581 Sound Interlace Device 
and the 6566 Video Interface Chip, together with the processor 

that makes it all tick, the 65 10. 
Sections on programming your own musical instruments, pro- 
ducing sprite and programmable character animation, make 
this the guide for users of the Commodore 64 who want to get 
the most from the special features of their computer. 
£6.95 

COMMODORE 64 GAMES by Kevin Bergin 
This is a collection of 2 1 exciting programs specially written 
for the Commodore 64. including Golf, Snake. Air Attack, 
Draughts, Car Dodge. Tank Battle, and Minefield. An adventure 
game is also included as well as a program to enable you to 
devise your own version of Basic by re-defining keywords. 
Each program is accompanied by notes on its structure to 
enable you to modify or extend it 
£6.95 

Other titles in the series include Using the 64, 12 Simple 
Electronic Projects tor the VIC, Will You Still Love Me When 
I'm 64, Advanced Basic & Machine Code Programming on 
the VIC and Advanced Basic <S Machine Code Programming 

on the 64. 

Write in for a descriptive leaflet ( with details of cassettes). 



at 



DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent. London NW 1 7DY 

Tel: 01-485 3484 



NEW 
FOR THE CBM64 



THE SPLAT 
CHALLENGE 




NEW 
FOR THE CBM64 

THE SPLAT CHALLENGE FOR THE COMMODORE 64 

£6.50 

(Tr^NTTVE^ IN CENTIVE SOFTWARE. 54 LONDON ST 
^-^s^/S READING RG14SQ (0734)591678 



LOW PRICE HIGH QUALITY 
BUSINESS SOFTWARE FOR 
COMMODORE 64 AND 32K PET 

PURCHASE AND SALES CONTROL £80 + VAT 

Runs both purchase and sales ledgers with optional 
calculation of VAT from the gross or net amount, 
analysis by accounting period, 'due for payment' report, 
totals for net VAT and gross. Prints invoices on your 
own stationery laid out according to your own 
instructions. 

NOMINAL LEDGER £60 + VAT 

Produces trial balance and up to 20 reports in addition 
to profit and loss and balance sheet. This program is 
intended for use on its own, but it can read files set-up 
by our purchase and sales control. 

PAYROLL £99.50 + VAT 

Seven rates of overtime, all tax codes, pay slips, full 
deduction cards, etc. 

COMPLETE INTEGRATED ACCOUNTING 

System for the Commodore Pets; 4082, 8032, 8096 and 
Commodore 64. from £400.00 

Write or phone for details and complete software list. 

ELECTRONIC AIDS 
(TEWKESBURY) LTD 

12, Drysdale Close, Wlckhamford, 
Eversham, Worcestershire, WR11 6RZ 
Tel: 0386 831020 
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showing of all their learning 
programs- for j ust £1 



It has been calculated that 60% of 
people who buy home computers want to 
use them for educational purposes— but 
that only about 10% ever do so. 

It isn't surprising. Games are easy 
come, easy go— and are on sale every- 
where. If you buy a dud— well, better 
luck next time. 

Educational programs are different. 
You're looking for quality and lasting 
appeal— which is what Sulis Software 
programs are all about. 

Then there's the problem of level. 
Age is no guide to ability or knowledge, 
and a program which is too easy or too 
difficult isn't much use. Shop assistants 
aren't always knowledgeable, and 
magazines are full of games. People 
know it's important to choose the right 
programs— but how do you go about it? 

The pleasure of learning 

For 10 years people have been 
using our products to improve their 
language skills. Writers, journalists, 
linguists, teachers and designers have 
worked with us to create materials which 
help people to learn — and to find pleasure 
in learning. 

Now learning has a new dimension. 
Sulis Software programs offer new 
opportunities for every family to benefit 
from the individual tuition that a computer 
offers. 



A unique offer 

People are choosy about 
educational software— and rightly so. 
You need time to look at what's available 
and decide for yourself whether a 
program is right for you or for your 
family. So we are offering you a 
demonstration cassette or disk with 
samples of all our programs to run on 
your own computer in the comfort of 
your own home. 

As you see each Sulis Software 
program in action, you can judge for 
yourself what the level is; whether you 
like the content, the graphics, the way the 
screen is set out and all the other factors 
that go into a good program. 

English and French 

Sulis Software specializes in 
programs for English and French— 
although we do have other subjects. Our 
programs aren't dull revision notes on 
screen— they are designed to improve 
spelling, vocabulary and grammar. 

With English programs, that means 
better results in every subject, as well as 
better results from job applications. For 
French, it means increased fluency and 
accuracy. 

Our promise: every time you sit 
down to a Sulis program, you'll 
enjoy yourself— and you'll 
learn something. 



A satisfied user 

Young Alastair M. failed his 
English Language O Level last June. 
He got a Grade D. He wrote to us 
earlier this year 

"/ would like to compliment 
Sulis Software on their achievement 
in producing English teaching 
programs which are both enjoyable 
and usefully informative. 

"I used the programs 
Wordpower and Besieged as part of 
my preparation for my English GCE 
O level exam re-sit, which I success- 
fully passed with a Grade A result. 

"ft was essential that I passed 
the exam, an English language 
qualification being essential for entry 
to universities. " 




Try before you buy 

Sulis Software sample cassettes 
only cost £1. If you prefer to use a 
disk, you can order a demo-disk for 
£2. And the cost of the sample 
cassette or disk is deducted from your 
first order. 

Whether you are looking for 
games or grunt-work, whether you 
want a program for a pre-schooler or 
an adult — you'll find a program to 
suit you. 

Take advantage of this very 
special offer and send off for your 
cassette or disk TODAY. 

Sulis Software Ltd 

•TftXtf 4 Church Street Abbey Green Bath BA1 1NL 
2? (0225, 61929 Telex 444337 Actbus GB 



out and mail today, while t'ocks last. 

I To: Sulis Software lid., FREEPOST, 4 Chutch St.. Abbey Green. Bath BA1 I FP 

■ Tick ihe right box for your computer and cauette or disk. 

I BBC/8 Sample A (spelling, vocabulary and grammar) Cassette w £1 D Disk * £2 □ 

I BBC/B Sample B (French. Shakespeare and history) Cassette «> £1 □ Disk 9 £2 □ 

■ Commodore 64 (alt programs on one cassette or disk) Cassette * II O Disk toUQ 
I Spectrum 4BK (all projyamt on one cassette) Cassette v> £1 □ 

| Please send me a colour catalogue of your pro trams. □ 

- Please supply the items ticked above to: (Please write m BLOCK CAPITALS) 



NAME 



ADDRIiSS 



I 

J I enclose my cheque/money order made payable to Suits Software Ltd for £ 

I „r — I wish to pay by (please lick box) VISA □ ACCESS □ MASTERCARD □ 
I My credit card 
' number is: 



1 




























J 



I Name , If you prefer, you can order by 

Luc "xiux phone using your credit card 

S'swed Tel. 0225 61929/66206 
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say that it substantially redressed the 
balance with the VIC 20 and Commo- 
dore 64 Programmers Reference 
Guides. The reviewmachinecame with 
a single manual — although I believe 
there should have been two. The 
obvious American origins — it talks of 
'color 1 and I'm sure we use 220/240 
voltsandnot120 — areminornuisances 
Based on the existing Commodore 64 
manual, with a search and replace 
making it the Executive instead, 
although it lacks serious programming 
notes it does provide a reasonable 
overview for the beginner. If program- 
ming of any sort is to be tackled then 
the previously mentioned Program- 
mer's Reference Guide is an absolute 
must, along with one or two of the inde- 
pendant books {see reviews elsewhere 
in this issue). 



The Software Situation 

Being a bundled machine, Commo- 
dore reckons that you get £21 0-worth 
of free software and the user will pro- 
bably want to come to terms with the 
three supplied packages. Of these — 
Easy Script, Easy File and Future 
Finance — I on ly had time to look at the 
first BeingCommodore'sownword pro- 
cessor and already established on the 
64 it probably rates as about average in 
terms of usability. I'm a confirmed be- 
liever in the old saying that the only 
good word processing package is the 
oneyou use{Applewhterlle in my case) 
but I found no real problems with Easy 
Script The only drawback to its use, 
and I suspect that thiscomment applies 
to the other packages as well, is the 
apallinglyslowspeed of Commodore's 
disks. Loading the program is slow 
enough (even the command LOAD 
"EASY SCRIPTS, 1 takes some getting 
used to) but waiting for a text file of any 



real length to load is real torture. At 
least one software house has now 
cocked asnookatthe64'sdisk system 
and usesa'turbo load' cassette system 
which loads faster from tape than from 
the existing disk! Users with a burning 
desire to achieve this on the SX-64 
have, of course, been stymied by Com- 
modore's removal of the cassette 
port . . . 

Apart from the massive Commodore 
software library there's also a large 
supply of independently produced 
material that you can feed the SX-64. 



"The questio n is, can 
the SX-64 stiff 



compete with 
systems like the 



Compaq, Hyperion 
and Apricot .?" 



Of course much of the 64-based 
material is supplied on cassette so the 
SX-64 user cannot yet get to it, but 
perhaps this will stimulate the disk 
market to grow. Commodore's claims 
that all existing software will run per- 
fectly on the new machine have met 
with at least one firm rebuttal. I under- 
stand that the well-loved Petspeed 
Compiler steadfastly refuses to operate 
properly, because when it checks for 
the required dongle (a hardware pro- 
tection system that plugs into the joy- 
stick port) it cannot find it. Whetherthis 
problem is common to all dongle pro- 
tected programs or not remains to be 
seen but Petspeed's authors are 
currently working on the problem. 

In terms of hardware support Com- 
modore users do better than most. As 
wellasbeingabletoadduptofiveextra 
diskdrivesexternally.there'sarangeof 
printers, a pen plotter, the VIC modem 
and a choice of two full-size monitors. 
For the avid games player several 
types of joystick, paddle and trackball 
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/ think I preferred it when he was addicted to glue! 



are available and, for those who want 
the ultimate in one-upmanship, a 
speech synthesis module! Apart from 
the various Commodore peripherals a 
number of independent offerings also 
exist. 



Budgett's Verdict 

Summing up the SX-64 it's probably fair 
tosay that, in the undere 1 ,000 bracket, 
there's not a lot to touch it. However, to 
call it an Executive computer and target 
itforseriousbusinessuseisadifferent 
cup of meat If your company uses any 
system other than Commodore for its 
main computing, then there's little point 
in buying an SX-64 because any data 
storedonitsdiskswillbeverydifficultto 
retrieve — and, surely, that's what port- 
able computers are all about? For the 
person who needs a truly portable 
computersystem,theweightoftheSX- 
64putsitintotheclassofthe'luggable' 
rather than the truly portable. Some- 
thing like the Epson HX-20 or Tandy's 
Mode! 100 would, perhaps, be rather 
more suitable. 

What the SX-64 does have going for 
it, though, isthevastamount of support 
generated by the PET, 3000, 4000 and 
Commodore 64 systems. Almost any 
software package you might require 
existsand if it doesn't, then the range of 
available languages is sufficient to let 
you develop it f oryourself. The promise 
of a CP/M cartridge for the SX-64 would 
increase this library substantially to in- 
clude some of the most popular busi- 
ness software available, given that it 
can be implemented within a 52K 
machine (Commodore's intelligent disk 
system may also prove a stumbling 
block here). If they really do get a true 
CP/M system operating then some of 
the other arguments also vanish 
because most micro-based business 
systems do use CP/M as their prime 
operating system. 

When I first reviewed the Commo- 
dore 64 I felt strongly that all the nice 
facilities provided had been distanced 
from the novice user, it's verydifficultto 
write programs using the sprites and 
sound(S/mor?s Basic notwithstanding) 
unless you can program in Assembler. 
In much the same way I feel that the 
potential for a sub-£1000 portable is 
large enough to have justifiedCommo- 
dore putting a tittle more effort into the 
SX-64 than it has. Osborne got away 
with a tiny screen by keeping it black 
and white and scrolling it over a full 
sized display with some very clever soft- 
ware. Commodore has just left it as it is 
and 40-column word processing is no 
fun at all for someone used to a full- 
screen display. 

Just who will buy the machine is 
uncertain. I'd put my money on the 
growing market that wants a colour 
graphics home computer that's neat, 
doesn't have miles of loose wires, 
comes with some standard software 
and doesn't cost both legs to buy. Pro- 
fessionals and businessmen? I think 
they'll demand something a little more 
professional and businesslike. □* 




Comin g soon, a new Modem 
that's four times as fast 

and half the cost of the one 
you've been lookin g at 



Introducing an exciting new concept in computer communications— the Protek 1200 Modem. Specially 
designed to establish a two way computer link-up via the telephone, the Protek Modem transmits and 
receives information four times faster than any other 
model currently available at the price. 



Protek Modem is well worth waiting for. But don't worry, 
you won't have to wait too long. 

Two operating speeds: • Battery powered (40 hours 



Mode 11200/1200: 
Mode 2 1200/75 

• Accoustic coupling 

• Flexible design for 
perfect acoustic 
connections 



from 4AA 1.5V battery) 

• LED indicator 

• Available for delivery 
1st June 1984. 

Protek 1200 
Modem— 



£59.95 



CONNECTS TO ANY 
RS232C COMPATIBLE COMPUTER 


SPECTRUM 


(INTERFACE REQUIRED) 


ORIC 


(INTERFACE REQUIRED) 


BBC 


(CABLE REQUIRED) 


ELECTRON 


(INTERFACE REQUIRED) 


VIC 20 


(CABLE REQUIRED) 


COMM. 64 


(CABLE REQUIRED) 




k<= 



VISA 



Protek Computing Ltd, 1A Young Square, 
Brucefield Industrial Park, Livingston, West Lothian. 0506 415353. 
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HOLY JUPITER IT'S 

JUMPMAN/ 

Epyx has contrived a watertight connection between rockets, 
bats, ladders, dragons, snowf lakes, girders and copycats. It's 

called Jumpman, a Donkey Kong-like game for the 
Commodore 64. Bob Chappell overviews, while Ian McKinnell 
offers the benefit of some hard won nutterist advice. 



Jupiter Headquarters has been infilt- 
rated by the Alienators. These little ras- 
cals have planted several bombs on all 
of HQ's thirty levels — they obviously 
like to do a thorough job. Is there a 
humanbraveenoughtodefuseallthese 
bombs and so reprieve this magnifi- 
cent landmark? One paceforwardsteps 
a strange little figure wearing an out- 
board motor where a rucksack would 
normally be. It's none other than the 
legendary superhero, Jumpman (who 
else but a superhero would be stupid 
enough to volunteer?). 

You will be theforcethatdrives Jump- 
man to feats of unparalleled daring. It 
will be your skilled and nerveless mani- 
pulation of the joystick that will enable 
him to skip along rooftops, to leapgaily 
overyawningchasms,toshin lightly up 
and down ropes, ladders and girders, 
and to break all speed records along 
narrow walkways: 

Like Peter Cooke's Leaping Nuns of 
Norwich, Jumpman loves to leap, and 



leap he must. Both high jumping and 
long leaping will be essential activities 
if he is to defuse the bombs which have 
been seeded in allsortsof inaccessible 
and dangerous places. He will need all 
of his rocket-assisted prowess toavoid 
the many deadly hazards that will be 
encountered. Fortunately, not only has 
he the agility of a cat but most of the 
luck of one, too — he has seven lives. If 
you think that sounds over generous, 
remember that there are 30 different 
levelstoclear, each with its own collec- 
tion of bombs and perils. Seven lives 
seems prettystingy when you'refacing 
that sort of challenge. 

Jumping To Attention 

The game is only available on disk and 
loading and running is simple — just 
insert the disk and type LOAD "-',8,1. 
While this is going on you'll be rewar- 
ded with your first view of Jumpman. 
Once loaded, the program colourfully 



displays the publisher's name to the 
accompaniment of a merry tune — and 
then goes into an animated program 
title display; the sequence continues 
until the Return key is pressed. 

Ever onward to the first point of deci- 
sion where a menu offers five game 
options: Beginner, Intermediate, Ad- 
vanced, Grand Loop and Randomiser. 
Thefirstthreehaveeighttenandtwelve 
unique levels respectively. Suc- 
cessfully completing any one of these 
three groups supplies the heart-warm- 
ing view of HQ with the lights on in the 
appropriate building — what better re- 
ward for a superhero? Grand Loop will 
take you through every single level in 
sequence; I don't know what the reward 
is for finishing that — probably some- 
thing stupendously gratifying like a 
Thanks, Jumpman' sign displayed on 
top of Jupiter HQ. Randomiser always 
starts with the episode called 'Robots 
II' but thereafter each of the other 29 
episodes will be seized at random — a 



MCKINNELS GUIDE TO JUMPMAN ADDICTIONISM 



Jumpman is not a game that encourages those with 
strained face and a desire to 'shoot 'em up'. True, a 
great deal of skilful joystick manipulation is essential, 
but so is sweet reason and an awareness of the 
underlying logic of each level. Many levels have 
distinct causal relationships within their structure (for 
instance picking up one bomb may cause a barricade 
to be built around another); understanding and dealing 
with these factors will stand you in much greater stead 



on the high scores table than any proven ability to be 
able to blast down Mekons at the arcade. 

So you want to know how to complete all 30 levels of 
the Grand Loop and gain our Mega-Trainspotter-of- 
the-Year Award? Okay, that's simple. Just play it for 
hours and days and weeks until you die of terminal 
over-consumption — or on the other hand you might 
read on and glean something from the ramblings of a 
seasoned Jump freak 
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EASY DOES IT If you can't get past this 
level without any help then perhaps 
you should seriously investigate the 
second-hand value of your disk; and if 
you can't achieve a bonus of at least a 
thousand points, then you're not even 
trying. 



ROBOTS 1 Just as in 'Robots II', these 
little chappies are not exactly blessed 
with a full set of marbles — they always 
take the same course around the 
maze, except here they only move to 
their next location after you pick up a 
bomb. Take the bomb in the middle of 
the screen last and be grateful there 
are no *$S&"! bullets! 



BOMBS AWAY What this shot doesn't 
show are some very nasty red bombs 
that fall from the top of the screen — 
and the US Surgeon General has 
determined that these are most 
hazardous to Jumpman's health. Don't 
go to the very top of the screen — take 
the girder below and jump across 
using the rope. 



HOY JUPITER ITS 

jumpman; 



greatwaytogettolayhandsonpartsof 
the game you might never get to see 
otherwise (assuming you can over- 
come Robots II,) which itself is no 
picnic. 

Not content with giving you 30 levels 
to contend with, our programmer, the 
sadistically brilliant Randy Glover, 
allows one to choose from eight speed 
levels The game defaults to a medium 
speed — while at speed 1 , (the fastest), 
you need to be Superman, not Jump- 



man. Pressing a numberfrom 1 to 8 at 
anytimecausesyournextJumpmanto 
operate at the new speed. Up to four 
players may take part and the program 
will remember whose turn it is and who 
has or has not been eliminated. 

Thediskhasnowrite-protecttabonit 
— with good reason because the pro- 
gram writesthetop twenty scores, bon- 
uses and player's initials away to the 
disk after each round Next time you 
play, your friends can all have a good 
laugh at your previous pitiful efforts. 
Should you wish to wipe off incriminat- 
ing scores, pressing theCLR key while 
the program is loading will ensure your 
recorded failuresareerasedfor all time; 
you can start off with a clean sheet if 
not conscience. 



It takes only a few minutes' practice to 
get the hang of controlling Jumpman. 
Moving the joystick left makeshim sprint 
westwards, right to dash eastwards, 
forwardtoshinup(aladder,girder,etc), 
back to climb down again. Pressing the 
fire button causeshimtoleap vertically 
like the proverbial scalded feline and 
pushing the joystick either left or right 
while depressing the fire button will 
cause him to execute a balletic leap 
that would make Rudolf Nureyev tear 
histightsinenvy. 

Unfortunatelyfor a superhero, Jump- 
man is not quite infallible. If you make 
him stroll off the edge of agirder, he will 
oblige and then plummet earthwards, 
bouncing painfully off any object that 
impedes his descent. Jumping gaps 



HOTFOOT 




YOU START HERE 
— DON'T TOUCH 
THE BOMBS AT 
EITHER SIOE. 
YOU CAN GET TO 
THEM LATER. 

DON'T TOUCH 
THIS BOMB (OR 
ANY OTHER ON 
THE WAY DOWN! 
OR A BARRICADE 
WILL BE BUILT 
AROUNO THE 
BOMB AT THE 
BOTTOM ANO 
THEN THE ONLY 
WAY TO COLLECT 
IT WILL BE TO 
STAND ON THE 
6ARRICA0E AND 
WAIT FOR A 
BULLET TO KILL 
YOU. GATHERING 
THE BOMB AS 
YOU COLLAPSE. 

A 6AP WILL 
APPEAR IN THIS 
LADDER AFTER 
PICKING UPA 
BOMB ON THE 
FLOOR -SO 
ITS NO-GO. 
EXIT-WISE 
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PICKING UP 
THESE BOMBS 
WILL EXTEND 
THIS PLATFORM, 
ENABLING YOU 
TO JUMP TO THE 
CENTRE. 



TO GET ON TO 
THE LOWER 
PLATFORM JUMP 
FROM THE 
MIDDLE OF THIS 
ONE. 



PICKING UP THIS 
BOMB WILL 
CREATE A GAP IN 
THE LADDER 
OPPOSITE. 



JUMPOVER THIS 
BOMB OR 
ANOTHER 
BARRICADE WILL 
REBUILT 
AROUND THE 
OTHER BOMB. 



'Hotfoot' is the second level of the intermediate stage — and it's one you'll soon learn to know, and hate. Not only do the 
bombs have to be gathered in a very specific and complicated order, but every time you make a jump the girder beneath 
you deteriorates, jeopardizing your progress when you return to that point. And if that weren't bad enough, the bullets — 
two of them at any one time — are particularly nasty. You'll be very lucky to get through this level without having to witness 
a burial at sea. 





JUMPING BLOCKS This one's more 
infuriating than difficult. The nasties 
here move in the same way as the 
bullets (except there are far more of 
them), but instead of killing you they 
just make you jump — literally. This 
may be of little consequence — unless 
you happen to be on the edge of a 
platform, whence they will send you 
plunging into the abyss. 



VAMPIRES In many ways this is the most 
difficult of the first eight levels — and 
the one where I tend to lose the odd 
member of my team. The vampires 
don't come for you until after the third 
bomb is taken but, unlike robots, these 
nasties are intelligent and know where 
you are; they come homing-in with 
their sonar. Don't let them come too 
near, and keep moving all the time; 
things get easier with . . . 



INVASION You can relax, this level is 
easy. There's only one bomb to collect 
and the nasties are a few pink discs (of 
the alien kind) which pose little in the 
way of a threat. You have a choice — 
either go for a few points and shoot-up 
these innocuous beasts at a mere 25 
points each (but as your bullets seem 
inexhaustible, an enormous number of 
points can be gained by the patient 
trainspotter) or you can just pick up 
the bomb and go on to . . . 



that are beyond his ability, tripping over, 
and leaping off the edge of the screen 
are similarly catastrophic manoeuvres 
In fact you get some very funny anima- 
tion as poor old Jumpman plunges to 
earth. 

In addition to coping with ropes, lad- 
ders and girders, there are many other 
headaches While every level has a dif- 
ferent layout it also has its own set of 
hazards Each level isseparately named 
and is read in from disk when needed, 
hence there is no cassette version. 
'Bombs Away 1 has you dodging what 
appear to be World War One bombs — 
large, red, pot-bellied missiles with pro- 
pellers on top. 'Vampires' has three 
sleeping bats which, one by one, take 
very realistic flight after you. 'Dragon- 



slayer* has you pursued by some Loch 
Ness nasties with no obvious way of 
escape. 'Robots IT has four cute but 
lethal robots scurrying round the layout 
tryingtotrapyou(theanimation of these 
robots is lovely; I always end up laugh- 
ing so much that Jumpman gets polish- 
ed off in the mirth). 'Ladder Challenge' 
hasalargeswingingladderon to which 
Jumpman must hurl himself; trying to 
stay put produces some hilarious 
effects especiallyifourherohasapoor 
griponthe ladder.'Figurif isa puzzle- 
do things in the wrong order and you'll 
neverf inish. 'Watch Out Below 1 has the 
girders disintegrating while'Runaway" 
has the bombs you are trying to collect 
float away like balloons. 'Freeze' has 
some dancing snowflakes which 



momentarily ice you up if touched 
Nearly every level has bullets whizzing 
around — ammo which seems semi- 
intelligent so you've got to have fast 
reflexes And these are just nine of the 
levels; there are another 2 1 which in- 
clude gunfighters, copycats robots 
grand puzzles barrels elevators, hail- 
stones and other weird and wonderful 
challenges 

I'll Give It Foive 

Jumpman comes attractively boxed 
along with a leaflet that gives clear play- 
ing instructionsandusefulhintson tac- 
tics Overall ifs a superb game — funny, 
challenging and tremendously varied. 
The animation is masterly. □ * 



ROBOTS II 



YOU START HEBE 
— HAVE TOUR 
JOYSTICK- 
PUSHED TO THE 
RIGHT IN 
ANTICIPATION. 



PLAIN SAILING 
DOWN THIS SIDE 
OF THE BOARD 
— THE ROBOTS 
ARE ALL BUSY 
ELSEWHERE. BUT 
DON'T HESITATE 
FOR A SECOND 
OR... 



THE ROBOT WILL 
GET DOWN THIS 
LADDER BEFORE 
YOU PASS IT- 
AM TIEI 
YOU'RE IN 
TROUBLE. 




coin 



WAIT HERE FOR 
THE ROBOT TO 
COME BACK 
DOWN THE 
LADDER. 



BE CAREFUL NOT 
TO CATCH UP 
THE ROBOT HERE 
- IT'S SLOWER 
THAN YOU. 



FINISH HERE 
ANOYOU 
SHOULD HAVE 
GATHERED 
BETWEEN 800 
ANO 1100 
POINTS. 



IF YOU GET INTO 
TROUBLE YOU 
CAN WAIT HERE 
FOR DAYS AND 
THE ROBOTS 
WON'T BE ABLE 
TO GET YOU. 



Th 

first 



■s is always the first level you'll meet on Randomiser, so mastering it is important. The robots may seem intimidating at 
»t, but you soon realise that they are actually very thick — they always follow the same route, and they can't jump gaps. 
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GRAND PUZZLE I There are also two ways 
of approaching this level. The screen 
finishes when only four bombs remain, 
and each bomb is worth only 1 00 
points — except for the four at the very 
top, which are worth 500 points each. 
But to reach these you have to build 
an extension on to the ladder; it might 
take you a while to figure out how to 
doit. 




BUILDER This is not a very tough level — 
which is fortunate perhaps because at 
this stage you're probably jump-happy 
and in severe danger of blowing it. 
Four of the bombs and their 
supporting girder work are hidden and 
will only be revealed when the rest of 
the bombs are harvested. But the 
biggest problem is the bullets; they 
come two at-a-time now and are 
particularly vicious, giving a portent of 
the difficulties to be encountered. 



THE BUILDING It'll probably take you 
hours and hours to become skilled 
enough to reach this. Some people 
who've owned the game for ages have 
still never made it. So, as one relaxes 
one's grip on the joystick and slumps 
back in the chair jubilant and elated, 
the thought slowly emerges that it's 
now 3am and you've just spent god . 
knows how many precious hours of 
your all-too-short life — for this? 



SOUNDS LIKE 



S Y N T H Y 



Toexperience the full power of the Commodore 64's 
sophisticated sound chip, you need a more direct route than 
Basic. Bob Chappell reviews Synthy-64 (written by musician 
Roy Wainwright,) which goes a long way towards letting you 
explore SID's symphonic potential. 




Although the Commodore 64 has 
powerful facilitiesfor creating music, it 
only has two Basic commands (PEEK 
and POKE) with which to access and 
control them. Using these commands 
is both cumbersome and complex, and 
makes the resultant program listings 
extremely difficult to follow. 

Synthy-64 has been designed to en- 
able you to make full use of the 64's 
excellent sound capabilities in as sim- 
ple a way as possible. It's a special inter- 
preterwhich.whenfedwithsimplestate- 
ments representing a musical com- 
position, will translate and execute 
them. The program thus enables the 
users to turn the Commodore 64 into a 
powerful music synthesiser, and spares 
themthepainof having tocope with the 
inadequate set of Basic verbs which 
the 64 has allowed for this purpose. 



Tuning-Up 

The program comes, complete with 
manual, on disk orcassette. The manual 
has separate set-up instructions for 
both media and installation is merely a 
matterofloadandrun.To kickthingsoff 
the screen first displays the program 
logo — to sound accompaniment — 
and invites the user to try the sample 
compositions. These are held as one 
separate file on the media and the pro- 
gram will automatically load them in if 
selected, tf not, a quick press of the 
Shift and C keys will have Synthy-64 all 
ready for your first opus. 

There are various facilities for build- 
ing, amending, tracing, saving and re- 
loading compositiona And as the pro- 
gram comes complete with sample 
music, you can immediately get some 
idea of the power of both the program 
and the 64's Sound Interface Device 
(SID) chip. Using the built-in menu, you 
can select from the Moonlight Sonata, 
Beer Barrel Polka and Baff/e Hymn of 
the Republic. 

My own favourite was the Moonlight 
Sonata but the Polka was pretty im- 
pressive too.The Battle Hymn could 
have sounded better but, as if to make 
up for it, this demo also contains a Trace 
display, enabling you to see what's 
going on while that piece plays. Of 
course the Trace feature won't mean 
very much until you're familiar with the 
program's facilities. 

Melody-Making 

Compositionsare built up likea normal 
Basic program. Each line of music is a 
line number followed by a series of 
commands and notes which are inter- 
preted at run-time by the Synthy-64 
program. The composition can be 
amended simply by using the 64's 
screen editor, just as you would for an 
ordinary program. 

A note is specified by a single letter, 
and modified by additional characters. 
A number following the note indicates 
the octave. Quarter notes, half notes, 
etc. are indicated by /n where n repre- 
sents the fraction. 

Thus C5/4 represents the note C, to 



EVERY 

ft commodore 

DESERVES 

A 

DATABASE 

No matter what your business or interest, with 

Superbase 64 you have a totally flexible 
record ' system, as big as you want it. as fast as 
you need it. 

Createyourownformats. enter your records, 
change layouts and data fields. 

Superbase 64gives you unrivalled control in 
home or office, business or professional 
practice, with an extensive range of features. 
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enables the home manager to keep 
track of finances by building up a file 
of incomes and expenditures; and 



using them in "what if" calculations. Income and 
expenditure (forecast or actual} can be produced A 
in clearly tabulated form or as a bar chart 
if desired. £9.95 incVAT 

Send for full brochurt 
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BC BASIC - At last the ultimate has arrived' A complete 9K Basic 
extension lor the Commodore 64, supplied ROM. It features 85 new 
commands and 7 enhanced ones with full high-res, 
sprite sound and user defined graphics. 



£57.50 incVAT 



See us on PRESTEL * 2473222 * 



DATABASE — can hold up to 360 records, comprehensive search 
facilities, unique browse option, special summary print tor printing labels, 
mailing lists etc. Ideal for stonng statistical CO A cn 

information or slock details. tZ**.OU inc. VAT 



COMET KUMA TELECOM GOLO KUM001 



SIMPLE ACCOUNTS (non VAT) — suitable for the 

club, society or self-employed person, also ideal for processing budgets and 
departmental accounts. Up to 15 expenditure and 

5 income headings. 5 classes of payment. £24.50 inc. VAT 



Telex 849462 TELFAC KUMA 



PAINTPIC — complete color drawing and painting application using 
multi-color bitmap. It is designed to be easily used by young first-time 
computer enthusiasts but can also provide publishab/e 

work for professional artists. Send for brochure £19.95 mc VAT 
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Unit 12. Horeeshoe Park. Horseshoe Road. Pangbourne, Berks RGB 7JW 



FOOTBALL FORECAST — Stores up to seven league tables 
containing up to 130 teams. Enter results as required with automatic 

£19.95 inc. VAT 



updating of league tables. Written by Prolessor 
Frank George, the lorecasting expert. 



The complete information control system for the 
Commodore 64. Bythe authors of "Easyscnpt". 
the Commodore No. 1 word processing 
system. 



i | Precision Software Limited 

1 j 6. Park Terrace 

Worcester Park. Surrey KT4 7JZ 

PlVUSloil Telephone: 01-330 7166 

Software Telex: 8955021 . PRECIS G 



HORSE RACE FORECAST - written by Professor Prank 
George, the forecasting expert. It in votves consideration of each horse in any 
chosen race. Weight assigned and distances of **c 
past and current races are taken into account. £19.95 inc. VAT 



^ PHONE NOW (073 57) 4335 

or SEND FOR DETAILS 



Please tick bo* 0- for information 

required, and send coupon to: 

Kuma Computers Ltd. 
12. Horsashoe Park 
Horseshoe Road, Pangbourne 
Barks. RGB 7 J W 

weMN 

□ COMMODORE 64 □ 

□ SIR1US Q 
Q SHARP PC 1500 Q 
Q SHARP 700 □ 



□ SHARP A 

□ SHARP 3541 
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□ APRICOT 
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□ SPECTRUM 

□ ELECTRONIC MAIL 

□ PRINTERS 
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Get your business off the ground , 

start on our first floor 

It's no secret that choosing the right computer for your 
business can be quite an ordeal. 

At Micro Systems we have an entire first floor showroom 
totally dedicated to all types of business systems, from Sirius to 
Sanyo, Apricot to Televideo. 

Our computers are always up and running. We have 
professional business systems sales people ready to show you 
what is what and how a computer can improve your business 
efficiency. 

Take advantage of our experience in software developr 
merit, systems support, staff training and on-the-spot 
servicing. 

We're in the middle of London. Just walk in and come up to 
the first floor for a demonstration or telephone for an 
appointment. 

One visit will convince you, our service is well above street 
level. Like your business could be. 

MICRO SYSTEMS AT LION HOUSE 

227 Tottenham Court Road 
London W1P0HX 
Telephone: 01 -580 7383 or01-637 1601 




We accept Access, American Express, Bardaycard and Diners Club credit cards. 
Open weekdays 9.00am-6.00pm. Saturdays- appointments only. 
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SOUNDS LIKE 

S Y N T H Y 

be played in the fifth octave as a quarter- 
note. Notes which have no modifiers 
inherit the characteristics of the last 
modified note. Sharpsandf latsare rep- 
resented by the addition of # or % to 
the note. 

Other basic features include the 
ability to specify tied, dotted or triplet 
notes, rests, key signature, tempo and 
volume. Three voices are availableand 
these can be used togetherto build up 
some tricky sounding three-part har- 
monies. Synthy-64 does this by 'read- 
ing ahead' while playing the previous 
note and, if appropriate, it can start to 
play the next note before the previous 
one has finished. 

There are a number of useful com- 
mands which can be embedded within 
your composition. In Basic, sub- 
routinescanbeexecutedwithaGOSUB 
command. Here, too, the same verb is 
used to play a sub-section of the piece 
before continuing from the point im- 
mediately following the GOSUB com- 
mand. Each such sub-section is 
identified by its line number and ter- 
minated with the usual RETURN state- 
ment. Similarly, GOTO will jump to a 
particular line number and continue 
playing from there. 

One particularly interesting feature 
is the special INPUT command. This 
takes the form INPUTA, B,C,.. If, when 
thecompositionisbeing played, oneof 
these Input statements is encoun- 
tered, the music will stop until the user 
types in a number. (The manual, by the 
way refers to the user as the 'conduc- 
tor 1 — nothing like a bit of flattery!). The 
prog ram then behaves as if it were usi ng 
an ON GOTO statement. Thus, if the 
command was INPUT300, 700, 800 
the program would jump to line 300 if 1 
was entered, 700 if 2, and so on. Any 
number outside the parameters causes 
the program todropthroughtothe next 
statement, again just like most ver- 
sions of Basic. 

Pieces of music can be made to re- 
peat by enclosing them in square brac- 
kets. The number of repetitions required 
is the first entry within the brackets. 
ThisfeatureissimilartoaFOR . . .NEXT 
loop and, just as those can be nested, 
so can repetition groups — down to a 
depth of 27 levels. 

Other commands, for embedding 
within the composition, include: dis- 
playing text while the music plays(pos- 
sibly useful for music teachers or, in a 
lighter vein, for a family sing-a-long!); 
loading a composition in from disk or 
cassette and playing it; placing remarks 
anywhere within the music (forannota- 
tion only); pausing foraspecified num- 
berofseconds;andswitchingaTRACE 
facility on and off, the display showing 
which voice, note, etc is being played. 
Unhappily, the trace slows everything 



down quite appreciably so the music 
sounds distorted. (It can be slowed even 
further by reducing the tempo with the 
appropriate command). If you try to 
compensateforthe problem by speed- 
ing up the tempo, then the trace will be 
too fast to be of much use. 

There are also a number of com- 
mands which can only be used in the 
direct mode - LIST, LOAD, SAVE and 
RUN a composition operate just like 
their normal Basic counterparts. Before 
composing orloading in a pieceof music, 
the area of computer memory devoted 
tocompositionsmust becleared with a 
shifted C. Typing a shifted K will switch 
off Synthy-64 and leave your micro 
ready for other work. You have to reload 



'All the commands 
are short and 

memorable and I 

soon managed to 
get Synthy-64 
playing simple 

tunes which, to my 
untutored ear, 
sounded pretty 
impressive!' 




the program if you want to use it agaia 
The program contains a number of 
commands for accessing and controll- 
ing some of the more complex tone 
generation capabilities of the 64'sSID. 
The tonal qualities of each of the three 
voices can be controlled — qualities 
which are mainly determined by the 
sound's waveform. There are foursuch 
variables on the 64: Triangle, Saw- 
tooth, Pulse and Noise. Other than 
Noise (which must be used alone) any 
of these may be selected either singly 
or together, and the result mixed. 

One of the more powerful features of 
the SID is the ability to manipulate an 
envelope generator. Thus permitting 
full control overthe nature of the sound. 
There are four elements to this, com- 
monly referred to as the ADSR (Attack, 
Decay, Sustain, Release). Depending 
on the tone needed, there is often some 
delay in the build-up of a sound from 
silencetofull volume— and this iscalled 
the Attack. By setting the Attack value, 
the sound can range from instant full 
volume to a longer and more gradual 
build-up. The Decay is the rateat which 
itdropsfrom itspeak, down toa middle- 
range volume. The sustain value con- 
trols how long the sound will stayat the 
mid-range volume before it drops to 
zero volume. Setting the Release value 
controls the speed at which the sound 
falls away from the sustain level. (For 
more on the subject, see this issue's 
'Scratchpad'.) 



By setting values for each of these 
four elements, you can control the 
shape of each sound to generate a 
wider variety of tones. Synthy-64 has 
five separate routines already built-in 
and ready for use. These give the sound 
of a piano, flute, trumpet, banjo and 
accordion. The fun comes in creating 
your own unique instrumenta 

Other advanced features for more 
expert musicians are control over the 
filter frequency, gate, synchronisation 
and ring modulator. There are three 
further commands which allow you to 
set thefiltergloballyforall three voices, 
and two commands which permit the 
sweeping of a tone up and down the 
scale in a smooth progression. 

Composability 

The package proved fairly easy to use, 
even for one as musically inept as 1. 1 
soon managed to get Synthy-64 play- 
ing simple tunes which, to my untutored 
ear, sounded pretty impressive. All the 
commandsand note symbolsare short 
and, for the most part, memorable. I 
would have liked the program to have 
included some way of enabling the user 
to try out notes in the direct mode (i.e. 
using the keyboard asa crude musical 
organ). Unless you're Beethoven it's 
handy to be able to hear an approxima- 
tion of the sound of the note before 
switching backand entering it into your 
composition. 

Anotherusefuladddition would have 
been the ability to translate the com- 
position into Basic statements, to be 
saved for later incorporation into your 
own programs. However, this is a bit 
unfairsincethe program isalready very 
good value for money and additional 
features like this would no doubt sub- 
stantially increase boththecomplexity 
and price of the package. 

The Backing 

The only documentation is a small 40- 
page manual which gives simple but 
adequate coverage of the program's 
facilities. Thereare listings of the three 
sample musical pieces in theappendix 
and although there's no index, the lay- 
out makes it an easy matter to locate 
any of the commands. 

Singing Praises 

Thisisanexcellent little program which 
greatlysimplifiestheproblem of wrench- 
ing good music from the Commodore 
64. It employs simple and memorable 
commands and musical notation and 
its use of a Basic-like structu re makes it 
easy to get to grips with the SI D's cap- 
abilities. 

Atonlye8.95,theSyrrf/7y-64 package 
has to be very good value for money. I'd 
recommend it to budding and bloom- 
ing musicians everywhere. □< 

Synth y-64 is available on cassette or dish 
(£16.95) from Ad am soft 18 Norwich Avenue, 
Rochdale, Lanes 0111 5 JZ. 



GOT A WINNER? 



Prove to us how good your game is and we will 
market it for you. In return we pay generous royal- 
ties or purchase outright! Send us your game in 
Basic or machine code for evaluation then sit 
back and earn big money. 



Send To: Debbie Newland 

Fleece Software Limited 
27 Brigstock Road 
Thornton Heath 
Surrey CR47JJ 
Tel: 01-6830311 



(In the unlikely event of your not accepting our offer, we will return 
your cassette). 



;ing ^-^""£"6^ ^00^ 



ON TAPE & DISK 



^ A USER-DEFINABLE 

INVOICES & STATEMENTS 

FORMATTER & 
DOCUMENT GENERATOR 
• A COMPILED PROGRAM 



THE ADVANTAGES OF WORD PROCESSORS & SPREADSHEETS 
COMBINED IN THE NEW AND EXCITING PROGRAM FROM MST 



* Formal & Prinl your own documents, or use those provided. 

* All VAT. discount, totalling calculations done automatically. 

* Use plain English — No programming needed. 

* Use plain paper or continuous pre-printed stationery. 

* Compiled program for high operating speed. 



* User-defined footer messages. 

* Double or single size characters. 

* Save documents and use when required — SALES & 
PROFORMA INVOICES. QUOTATIONS. DELIVERY & 
PACKING NOTES. ADVICE NOTES, STATEMENTS. 
REMITTANCE ADVICE NOTES. ETC. 



PLUS HORACE HELPER ON DISK PROGRAMS 
Also available: MAILER/ADDRESS BOOK, and STOCK CONTROL SYSTEM 
MORE FACILITIES at NO EXTRA COST 
Tapes: £19.95 inc. VAT* Disks: £24.95 inc. VAT* (*UK only) 
DEALER ENQUIRIES WELCOME 




CONSULTANTS 



Tick the appropnate box. Prices Include postage end VAT. 

TAPES f 1 9.95 EACH INC DISKS £24.95 EACH INC 

□ MAILER ADDRESS BOOK □ MAILER/ADDRESS BOOK 

□ STOCK CONTROL D STOCK CONTROL 
Q ADMINISTRATOR □ ADMINISTRATOR 

Cheque* etc. should be made payable 10 MST CONSULTANTS Cost effective 

NAME: business software 

Addfew: • • _ . 

c.dN UmM .: «M~ «or home computers 

MST Consultants. Newton Road. Bovey Trecev. Devon TQ1 3 988. Telephone IOB26) 83261 7 
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MOTOR MANIA 

CBM 64/AudiogenicA8.95 

Thrills and spills as fast racing cars 
respond to the slightest twitch of the 
joystick by crashing into the barriers — 
or so one might reasonably assume 
from Motor Mania. It's tough on the 
track The rally circuit is infested with 
avalanches, drunken rivals, glass, oil, 
logs and sand traps. It's nothing like 
motoring (although there again, last 
Sunday on the M 1 . . .) but it does seem 
to be an exciting challenge; if s one of 
those things that you look forward to 
being good at The graphics are very 
nice and the sound's effective for 
providing feedback on how you're 
getting on at keeping to the straight 
and narrow — or not, as the case may 
be. The game is a kind of Monte Carlo 
Rally with just a touch of rally-cross 
thrown in for good measure. GK 
Verdict Average but fun 60%) 



WHO DARES WINS 

CBM 64/DK'Troiics/£5.95 

A little number that's loosely based on 
the goings-on at the Iranian Embassy 
seige, where you are in a pink house 
with five windows, past which flit 
coloured torsos. The trick is to decide 
whether they are terrorists or hostages 
before aligning the hair-line and pulling 
the trigger. Your weapon is limited to six 
shots only and while you're reloading, 
dozens of terrorists rush past the 
windows. Success is instantly 
rewarded by promotion, and failure by 
running out of time — or (if you shoot a 
hostage) by demotion. Overall it's a 
pretty exciting interpretation of the 
real-life event that gripped Britain for 
days. It's just a shame that the author 
never thought about the possibilities of 
being able to absail down from the 
helicopters! SE 
Verdict A compelling game (85%) 
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PLUMB CRAZY 

CBM 64/Terminal Software/£7.95 

Your mission as George the Plumber is 
to lay pipes from the bottom left corner 
of the screen up to the hard-pressed 
boiler in the top right, before it 
explodes. You collect any of six types of 
pipe pieces and use them to lay pipes 
around the intervening rocks. Each 
change of direction requires another 
trip to the store. One of the function 
keys calls up the spanner to remove 
wrong bits and another (only once per 
level) lets you dynamite offending rocks 
out of the way. As you progress, the 
timer on the boilergets less forgiving 
and the rocks grow both more 
numerous and more awkward in their 
choice of position. And you also get 
attacked by ghosts. What they've got to 
do with pipes and rocks is beyond me 
— perhaps I should ask a plumber. SE 
Verdict Good idea, good graphics (65%) 




HOWER BOWER 
CBM64/Uanasoft/£7.50 

A latterday tale of lawnmowing. You 
start by purloining Jim's Air-Mo so that 
you can cut 1 6 lawns. Jim doesn't take 
too well to this and sets off in hot 
pursuit across the grass; the chase is 
on around the flower beds and hedges. 
You set your trusty dog, Rover, on to 
Jim to try and keep him away. However, 
the unfortunate thing is that you tend to 
plough through flower beds — and 
promptly find an angry gardener joining 
in the hunt Rover gets fed up with the 
noise and stupidly starts biting at the 
lawnmower, he runs away yelping when 
you accidently give him a haircut And if 
all that weren't enough, the Air-Mo 
starts overheating. . . This is vintage 
stuff — probably the funniest and most 
original game in ages, with superb 
graphics, sound and concept BC 
Verdict Just excellent (90%) 



CHINESE JUGGLER 

CBM 64/0cean/£6.90 

Ocean is getting quite a name for itself 
for 64 games — and this one helps 
prove why. The screen is the stage of an 
old theatre, complete with curtains. On 
it you control a figure that really does 
look like a Chinese Juggler. All you 
have to do (ha!) is put up and keep 
spinning eight plates on the bamboo 
polea At each level the colour of the 
plates determines both their score 
value and the ease with which they may 
be kept spinning. This is a classic case 
of a game where cool heads win 
through. Despite rushing around like a 
headless chicken you only have to miss 
your place by a fraction and you can't 
make the plate spin. If you ever wanted 
to justify buying a game because if II 
improve your hand-to-eye co-ordination, 
this is it SE 
Verdict Clever and original (65%) 




MR WIMPY 

CBM 64/0cean/E6.90 

Far be it for me to question why a tie-up 
with a burger outfit should benefit a 
computer game, but I can't see why 
Wimpy should choose any game to give 
its official sanction. On the other hand, 
playing the game has given me a better 
understanding of why Wimpys are 
always cold when they reach your plate. 
First you scoot around the screen 
avoiding a little chap called Waldo and 
three man-eating manholes (that look 
like burgers) to collect the three 
ingredients — bun, beef and cheese. 
Then you have to actually make the 
burgers, despite the attention of the 
kitchen rebels. Your only weapon in this 
war is pepper and you've only got three 
shots unless you collect the bonus 
goodies which might be gems, coffee or 
ice cream. All good stuff. SE 
Verdict Above average and fun (65%) 



QUINTIC WARRIOR 

CBM64/Quichsilva/£7.95 

Here's one that's really up to 
Quicksilva's usual standard. The only 
thing is that the cassette insert leads 
you to expect something completely 
different. My 'warrior 1 could have been 
anythingfroma Harriertoa Lunar 
Lander and the 'mutants' look more like 
dumpy tuning forks. But all that apart 
the game really is highly addictive and it 
manages to strike that rare balance 
between being a challenge at higher 
levels, without being too difficult at the 
lower ones. Trying to zap the mutants 
as they advance up the grid, while 
avoiding the laserguns firing across 
and up at you, is bad enough; but at the 
same time, various allies of the mutants 
strike from the rear. It's one of those 
games that you can happily wear 
yourself out playing. SE 
Verdict Good for sharp reactions (70%) 




TRADER TRILOGY 

VIC 20/QuicksilH/t 14.95 

Starting with a ship and 1 000 credits, 
our would-be Paul Getty buys various 
commodities. Over the three parts of 
the game, you proceed through the five 
planets in the Meridien System to 
encounter inhabitants ranging from 
Psions who live on brainwaves to 
Deltans who live on Boosterspice. 
Unless you are able to answer the 
question of the Psions, they will snatch 
away your precious cargo. Hazardous 
landings are the order of the day and to 
make lots of money selling 
Boosterspice, you face the minor 
preliminary of negotiating the maze of 
the Deltan city. If you manage all that, 
then finally you return home to do what 
you will with your hold full of hard-won 
cargo. Overall, the adventure offers both 
variation and good graphics. PJ 
Verdict I ngenious and absorbing (80%) 



FOUR GATES TO FREEDOM 

VIC 20/Phoenlx Software/£9.99 

Some captured scientists are being 
held prisoner by the evil warrior ants on 
the planet Xzinos, and it's the player's 
mission to try and set them free. The 
program comes supplied on two 
cassettes, the first of which turns out to 
be an arcade game. Successful 
completion of this will lead you on to 
the adventure, though before that 
happy moment you have first to blast 
your way through two walls and then 
open up the gates. As each skill level is 
overcome, a vital clue is given to help 
you finally complete the adventure. 
Mastery of these four skill levels will 
provide all the various clues necessary, 
not to mention the running code that's 
needed to play the thing. Actually, it's a 
rather interesting new game concept. 

JD 

Verdict Good idea gone bad (50%) 




CATCHA SNATCHA 
VIC 20/lmagiRe /£5.S0 

Sorry but if s the same old story. . . good 
packaging and a great idea are a little 
let down by the game's execution. As 
Barney Bootlace, store detecti.e, you 
operate in a maze-like department 
store, ferrying lost property and 
abandoned infants to the appropriate 
offices and keeping an eye on 
shoplifters. And not only that, the 
occasional terrorist even leaves a 
bomb or two for good luck. Carrying out 
your duties will result in your riding high 
in the manager's esteem — promotion 
can ensue. Failing in them results in 
written warnings. For most of the time 
your work is cut out just recognising 
objects and catching thieves. Watch 
out for the 'rush hour", however. This 
one should appeal to kleptomaniacs 
everywhere. MR 
Verdict Good fun for a while (65%) 



NEOCLYPS 

CBN M/PSS/E7.95 

I like games where you get to blast lots 
of enemy spaceships. I like having good 
scanners that you can call up to tell you 
how you're getting on. I like flying 
across the screen in search of hordes 
of on-coming flitters. And I also like 
good graphics So I'm hopelessly 
hooked on Neoctyps. The game is very 
loosely related to Scramble and Sfar 
Trek. Your mission is to see off the bad 
guys who live in radar towers and space 
ships. The towers are in four areas on 
each level and are hidden among 
buildings. Zapping a flying baddy gives 
you four seconds of screening during 
which time you can fly through 
buildings (use your imagination!) and 
get 'em. When you've cleared one level, 
you move on to the next, more highly 
populated, one. SE 
Verdict: Very addictive and great fun (85%) 




DUGABOO (THE FLEA) 

CBM64/Quicksllva/£7.95 

The quality of graphics on this program 
have to be seen to be believed — 
certainly they go a long way to make up 
for the frustration you feel as you begin 
to discover just how difficult a game it is 
to play. Using a joystick helps a bit, but 
ifs still hard to judge the on-screen 
power-bar well enough to make a jump 
of the right strength. There seemed a 
high correlation between the well- 
judged jumps and the times I ended up 
in a dead end with the only way out 
being back down. In this game you win 
by going up. And while you're in the 
middle of mastering all that, along 
comes the carnivorous dragon 
(sounding like a police car with siren) to 
eat your little nipper — so to speak! I 
just developed a hatred of dragons and 
a total disregard for fleas. SE 
Verdict A good idea, well executed (75%) 



BEWITCHED 

VIC20/lmaglne/£5.50 

At last now we have it, a game from 
Imagine that* s both playable and very 
addictive. In essence it's a journey 
through a maze that involves in this 
case the unlocking of doors and 
avoiding the ghosts. The screen shows 
the maze divided into three sections. 
The two lower ones are blocked by four 
locked doors, each of a different colour. 
They can only be opened with the key 
of the appropriate colour, which you'll 
find located at the top of the first 
section. And to make matters even 
more complicated, the bad news is that 
only one out of each of the four locks 
actually opens a door and if s your task 
to find out which one that is — by trial 
and error. Overall, if s a good try and 
very addictive, even though you'll find 
you need a lot of practice. JD 
Verdict: One that grows on you (65%| 



CAESAR THE CAT 

CBM64/Mirrorsoft/£8.95 

Attention all moggy lovers, Caesar is a 
cute little black and white kitten whose 
aim is to rid the 'larder" of mice. The 
larder is in fact a screen packed with 
food and crockery. The naughty mice 
scamper around eating food until 
Caesar catches one of them. Then, a 
door opens on the edge of the screen 
and Caesar has to take his prey 
outside. If the cat knocks into the side 
of the screen or any of the crockery 
gets knocked over, then points are 
immediately lost; and come to that, 
points are also lost over the time you 
take. The second and third levels move 
you along to much faster, and more 
valuable mice. There's no other game 
I've seen that I could really compare 
with this for novelty — even dog lovers 
will like it SE 
Verdict Fresh concept. (B5%) 



EXTERMINATOR 

CBM64/Bubble Bus/E5.95 

The arcade game which attracted me 
most in recent years has been 
Centipede, purely because of the 
mesmeric effect of that string of 
segments winding its way through the 
maze. Well, fans of that will be happy to 
hear that Exterminator has all the 
attraction of Centipede and a lot more 
besides. In addition to the centipede- 
like creatures, you are pitted against a 
mad eagle, a huge tarantula, dive- 
bombing mosquitoes and a truly gross 
white scorpion. Full and impressive use 
is made of the 64's sprite facility, the 
spider being particularly life-like. Each 
creature has a different kind of sound 
effect too. The game offers well-paced 
action, which becomes frantic at the 
higher levels; once you're sucked in, 
the result is addictive. DP 
Verdict: High level compulsive action (80%) 




ENGLISH INVADERS 
VIC 20/Rahfalt Sottware/£5.95 

At last, proof that intelligent life exists in 
outer space! All those relentless 
invaders that we've all got so used to 
have been banished, and replaced by a 
new deadly enemy which bombards the 
Earth with, wait for it, nouns, adjectives 
and verbs. Only the intelligent will 
survive since each type of word can 
only be destroyed by a particular 
weapon. This game is for children and is 
good in helping to identify different 
components of our language. However, 
if s let down by poor execution. 
Altogether the player is required to use 
three fingers on the left hand to shoot 
down three types of word, and two on 
the right to move the gun. Another mild 
criticism is that some words appear 
which are both noun and verb (for 
example, 'leap'). JD 
Verdict Fun, and possibly effective (80%) 



REVENGE OF THE MUTANT CAMELS 

GBM 64/Llam3iott/£7.95 

I, like a million other people, really 
enjoyed Attack of the Mutant Camels. 
Up to this point I'd yet to find a Jeff 
Minter game that wasn't exceedingly 
clever. So I set out not to enjoy this 
game out of sheer spite — and failed 
abysmally. You have to be weird to go 
on about llamas and camels like young 
Minter, but you've got to admit that 
when you're faced with a shielded, 
death-spitting camel and the prospect 
of knocking the unmentionable out of 
so many strange objects, there's 
something that gets you right where it 
counts. I particularly liked having to 
vault phone boxes while blasting away 
at moving CND badges intent on my 
destruction. I'm just glad that the 
random option gives you a chance of 
seeing any of the first 32 levels. SE 
Verdict A classic follow-up (90%) 



SIREN CITY 

CBM 64/lnterceptor Software/£7.00 

Certainly one of the more original 
concepts to hit the screens lately, Siren 
City is a game you can really get your 
teeth into. You're a New York cop 
driving a 'black and white* and the 1 0 
levels take you from just driving around 
the precinct while avoiding buildings 
and cars through to capturing villains in 
helicopters armed with bazookas. The 
graphic representation of city blocks 
from the air is very neat — although it's 
let down a bit by the jerky scrolling. 
Using the joystick fire button to turn 
through right angles means you can 
execute some really stylish handbrake 
turns— and to be truthful, I could only 
manage it when the chief meanie was 
snapping at my ankles Overall, if s a 
game that's good partly because it 
stands out from the crowd. SE 
Verdict A good, imaginative concept (85%) 
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COMMODORE 64 



Author: Anton Hlnxman 

Hive-cave action! 
Bertie Bee needs help 
defending the hive. Fight off 
the invading swarms, battle 
the bees and defend your 
Queen! 




FTHE 



48K SPECTRUM 



Author: Indescor 

Itchy action! 
Jump your way out of the 
caves with Bugaboo the flea 
but beware of the fearsome 
Dragon as you jump around 
the exotic vegetation. 



thor: David Shea 
An enchanting game based 
around episodes of Raymond 
Briggs' amazingly successful 
book. 

48K SPECTRUM 

Author: Sandy White 

Battle the Ants m the soft 
solid 3D city of Antescher 



48K SPECTRUM 

Authors: M. Preston, 

P. Hunt, R. Rose, D. Moore. 

A mythical graphic 
adventure in the dark and 
deadly halls of Earthstone 
Castle. Battle Dragons, 
Vampires. Sphinx. Zombies. 
Skeletons, Gryphons and 
other legendary beasts to 
rescue the beautiful Princess 
Paula. 



48K SPECTRUM 

Author: Indescomp 
Action beneath the 
Pyramids' 

Fearless Fred the Intrepid 
Archaeologist searches the 
creepy catacombs below the 
torrid tomb of 'Tootiecarmoon' 
for the terrible treasures 
amidst monstrous mummies, 
ghastly ghosts, batsandrats! 



48K SPECTRUM 
COMMODORE 64 

VIC 20 + 3K or 8K RAM 
DRAGON 
BBC MODEL 



g • Author - John Holhs 

Authors: Mark & Richard Moore 
■232 Authors: Steve Lee/Ch 

Authors: I S C Andrew/Incentive 
Author: Dave Mendes 




All titles available from Qulcksllva Mall Order 
P.O. Box 6, Wlmborne Dorset BA21 7PY. 




zies, Microdealer, 
HMV, Hamleys, John Lewis. Computers tor All and all reputable 
specialist computer stockists. 



Qulcksilva programs are 
HMV, Hamleyi 




Z Z WORDS 



Ear to the ground, micro-cassette in hand, Y64's Ron Smith 
probes the software houses of Britain in his search for news of 

upcoming releases. 




Romik Boils Up 

A new program from Romik 
Software, one based on the 
original Invaders' arcade 
game theme, is being worked 
on at this very moment. It's 
provisionally being referred 
to as Antics, and the object of 
the game is apparently to 
protect your vegetable patch 
from the hordes of invading 
'creepy crawlies'; you have to 
drown them with your 
hosepipe — or was it blast 
them with your laser? 
Personally I can't wait — 
yawn — it sounds like one of 
the most original ideas I've 
never heard (Zzzzz). 

However, not all future 
releases may be has lively as 
this one, because, says 
Romik's Mike Barton, "one of 
our contacts is sending in 
five or six new programs 
soon". So. . . What are they 
like? "I can't really comment, 
because I haven't seen them 
yet". Dynamic stuff, eh? Is it 
this kind of imaginative 
approach that's leading 
Britain to riches anew? 

Romik is also working on a 
graphics design package 
that will help the user to 
make use of the 64's sprite 
graphics. Keep an eye out for 
that one, it should be around 
sometime over the next few 
months 

Quicksilva 
Conversions 

Most of the software houses 
who've always supported the 
Commodore 64 are only just 
beginning to see it as a major 
machine. And now they're 
finding it a problem, trying to 
meet the demand for new 
games. 

Quicksilva, for example, is 
not only planning to convert 



some of its best-selling 
Spectrum software (at the 
moment the company's 
keeping schtumm as to 
which ones they are), if s 
also working on 64 versions 
of the New Generation 
games. Presumably though, 
this is only a stopgap until 
new ideas come along. For 
instance, Quicksilva's Mark 
Eyles says, "we're doing a lot 
of work on 64 software; there 
really is a lot more on the 
way. We'll soon have as many 
programs for the 64 as we 
have for the Spectrum". 

Garnell 
Knowledge 

Carnell Software, according 
to spokesman Simon 
Bassett, also has "plans for 
extensive 64 software 
development in the future." 
At present the company's 
working to bring us Black 
Crystal and Volcanic 
Dungeon. These should be 
available sometime in June 
or July. Further away, 
however, is Wrath of Magra 
which won't be available until 
just before Christmas. 
Accordi ng to M r Bassett 
there are "two programmers 
working on the project.' 1 You 
never know, it may even be 
something quite spectacular. 

Rabbit,Rabbit 

Rabbit Software's Terry 
Grant, who just happens to 
be the director in charge of 
deciding which new software 
will (or will not) be published, 
tells us about one of the 
company's latest ideas. It's a 
program called Stalag 1, 
where the player takes on 
the role of a commandant in 
a Nazi prisoner of war cam p. 
It's his job to keep those 
tiresome prisoners from 
escaping and of course ifs 
never as easy as it seems, 
because all the time a little 
dog is snapping away at his 
heels and holding him back 
from his duties. Sounds 
tasteless, but fun. 

Terry insists that Rabbif s 
the only software house to 
be run entirely by lunatics, 
but adds: "thaf s not quite 
true, I forgot Salamander 
Software. But they're all over 
50. They're the only company 



where the directors are 
collecting their old-age 
pensions". Perhaps 
Salamander would like to 
respond to this insult? 

Mr Chip Chatter 

Ever since a certain 
psychopathic slaughterer 
terrorised the ladies of the 
night who walked the streets 
of Whitechapel, there's been 
a sustained, if somewhat 
morbid, interest in his past 
doings— notto mention 
considerable curiosity as to 
his identity. With this in mind, 
Mr Chip's Doug Braisby 
decided to computerise the 
whole ghastly episode; 
predictably, the epic is to be 
entitled Jack the Ripper Ifs 
being written by the 
programmer responsible for 
Westminster and Red Alert, 
both also from the house of 
Mr Chip. 

The object of the game will 
be to track down the deadly 
Jackand bring him to justice; 
the player takes on the role 
of detective. But in fact more 
than one player can take part 
-"it'll be able to 
accommodate up to four, 
each playing against the 
others instead of against the 
computer" claims Doug. And 
with the promise of 'original 
locations' being featured, the 
idea could be a bit of a 
winner. 



Brainsby, however, 
seemed strangely reluctant 
to give away the name of his 
programmer. He told us the 
program was being written 
by Orion Software, and that 
the programmer — a certain 
Mr Blunt — didn't want his 
name known. Oops, sorry! 
Still, a reluctant star has 
been identified, which is 
more than anyone ever 
managed with Jack the 
Ripper. 

Boots Goes 
Floppy With 
RSS 

With the relatively low cost of 
(plus rising interest in) floppy 
disk drives, Richard 
Shepherd Software has 
decided to convert five of its 
most successful titles to the 
floppy medium. These will be 
Ship oi the Line, Everest 
Ascent, Super Spy, 
Transylvanian Tower and 
Urban Upstart. So what had 
prompted this decision? A 
spokeswoman told us: 
"Boots has just confirmed 
that they will take them, and 
the disks will be available in 
all of their 50 micro stores". 
Word has it that RSS is 
beavering away with 
enthusiasm. 



Durrell Apology 




If you thought software houses were only interested in 
making a fast buck, and concerned themselves rather less 
with the quality of their product, then Durell software has 
news for you. Robert White told us: "Our Scuba Dive 
program on the 64 is really awful. We're terribly 
embarrassed about it and the programmer responsible 
probably won't be working for us again". Welcome words 
and, unfortunately, an accurate assessment to boot. He 
went on to explain that Durell is striving to produce software 
of a high quality, and that any drop in standards could affect 
the company badly. 



A HOT COMPRESS FROM 




Whose plight can be more miserable than that of the 
Adventure lover who does not own a disk drive? What more 
galling sight than Adventure programs advertised with those 

dread words 'Disk Only 1 beside them? Now, lift up your 
collective peckers, poor wretches, for Bob Chappell has news 
that will turn your sufferings to joy. 



Any good Adventure should contain 
large, detailed descriptions of loca- 
tions, objects and incidents. The trou- 
ble isthattextgobblesupmemoryatan 
alarming rate. The Adventure writer is 
normally faced with two options: either 
to drastically prune the text so that the 
whole program will reside in memoryat 
one time or to design it so that chunks 
of text are swapped in and out of 
memory as required. 

Adopting the first option means that 
the response time of the program will 
be fast and the program can be loaded 
from cassette or disk. The drawback is 
that the textual detail is likely to be pretty 
threadbare since the whole thing is 
governed by the amount of memory 
available. The second option has the 
advantage that fuller descriptions can 
now be used, but since this means 
regularrandomaccesstopagesoftext, 
it has to be stored on disk,thus slowing 
down the response time and worse, 
restricting the program to disk owners 



only. Not what you'd call fair. 

There is a third option and Level 9 
Computing has seized it with a ven- 
geance. Ifs used a clever text com- 
pression technique, combined with a 
compact special-purpose low-level 
language, to give the user large scale 
and fully detailed Adventures These 
are read in from cassette and reside 
totally in memory. This onslaught has 
produced Adventures which haveafast 
response time, are spectacular in the 
amount of detail and number of loca- 
tions, and are available to cassette 
owners. The company has achieved 
what most would have thought well- 
nigh impossible: a complete full-scale 
version of the classic Crowther and 
Wood mainframe Adventure, Colossal 
Cave, that runs happily on a micro. 
What'smore startling, theauthors have 
even found room for a whole new end- 
ing — an extra 70 new locations, the 
endgame continuing where the original 
finished. Level 9 has also published 



two other, equally large-scale, Adven- 
tures, and a further one is under deve- 
lopment. 

As in all Adventure games, the aim is 
to explore, solve puzzles, collect trea- 
sure and, above all, survive. Each Level 
9 Adventure has over 200 locations to 
find and investigate so there's a lot to 
do. Don't expect to finish a game in a 
few hours; it's likely to take you weeks, 
possibly months. 

Responding tothe prog ram'srequest 
(WHAT NEXT?) for an input is by the 
usual method of short phrases, nor- 
mally a verb and an object — for exam- 
ple GET BOTTLE, DROP SWORD, GO 
EAST. Movement can normally be ab- 
breviated to one or two letters, for in- 
stance E for GO EAST and NW for GO 
NORTHWEST.Specialsinglewordcom- 
mands such as INVENTORY, SCORE, 
SAVE,RESTOREandQUITcanbeused. 
It's up to you to find out what others 
there are. The Adventures don't run in 
real-timesoyoudon'thaveto rush your 
decisions when the program is waiting 
for an input- 
Three — Way Action 
The three Adventures currently being 
published by Level 9 are Colossal Cave, 
Adventure Quest and Dungeon Adven- 
ture. ColossalCave, torepeat, isaclassic, 
possibly one of the best Adventures 
ever written. However, to tease those 
already familiar with it, Level 9 has 
movedoneofthetreasuresand hidden 
a vitally needed object. Apart from this 
— and the extra 70 rooms in the end- 
game— it'sacompletelyfaithful imple- 
mentation of the original. 

Colossal Cave is set in a massive 
underground world where a variety of 
hazards and challenges awaits you. 
With over 200 locations to find and in- 
vestiqate, it'll take some while just to 



WAY FOR ADVENTURE 

For those who've never been blow-torched by 
a dragon or turned to stone by a wizard, Henry 
Budgett offers a victim's guide to the perils 
and pleasures of playing adventure games. 

You're standing in a forest 
clearing. Shards of sunlight 
fall on the scorched grass 
around your feet bringing a 
touch of life to the shattered 
surroundings. A smell of 
brimstone lingers — 
whatever caused the fire, it 
was recent Among the trees 
there is a strange absence of 
life; it's as though the animals 
are watching to see if you are 
friend or foe. Paths lead both 
North and South from the 
clearing. An axehead is 
buried in atreestump, the 
handle all burned away. 

To anyone who's ever 
played an adventure game 
the above, part of an as-yet- 
unpubtished program, will be 



familiar enough stuff. 
Seasoned adventurers would 
probably seize the axe and 
continue the journey after 
carefully making a note on a 
map that a new location had 
been visited which may well 
be worth a future look. The 
novice would probably 
wonder what on earth was 
going on and hang around 
long enough for the Dragon 
(for it was he who set the 
blaze) to come back and be 
roasted to a proverbial crisp! 

Adventure games are as 
different to arcade games as 
chalk is to cheese; no 
lightning-fast reflexes 
needed here, well not often, 
but more a slow and 



methodical progress through 
the many locations or 'rooms' 
that make up the fabric of the 
fantasy world the author has 
created for you. Adventures 
can be set anywhere — past, 
present, future, real or 
fantastic — but they all share 
various common elements. In 
the main, at least until a 
couple of years ago, 
adventures consisted solely 
of textual descriptions. These 
had their origins, not in such 
mainframe giants as Colossal 
Caves but with the role- 
playing humans who took 
part in Dungeons and 
Dragons and other fantasy 
gamesof that ilk. 

The computerised 
adventures follow the same 
basic idea You take the part 
of a character in the game 
and search through the 
various rooms and locations 
trying to find treasure or 
helpful items whilst avoiding 
traps and ravenous beasties. 
The most common pitfalls 
built into these games are the 



set-piece mazes, although at 
times it seems as though the 
whole thing is a maze. Here 
the normal rules of logic 
break down; going North and 
then taking a path South 
doesn't necessarily put you 
back in the place you started 
from! It's here that logic and 
careful mapping of your route 
pays off, sheer good luck 
often helps as well. . , 
The latest craze in 
adventure games is that they 
must contain full graphic 
displays of the locations. The 
first to achieve this in a big 
way was The Hobbit although 
even here only the crucial 
locations were illustrated. 
More recently we've seen 
games like The Dark Crystal 
(based on the cartoon film of 
the same name) and Valhalla. 
Interestingly, the later games 
have drifted so far away from 
the original concept that 
programs like Af/c A/ac and 
Forbidden Forest now 
resemble arcade games far 
more than adventures. 



build upyour map of the land. Indeed, it 
may take some effort just to find the 
entrance to the Colossal Cave since 
you start above ground. Points are 
awarded for collecting treasure and 
returning ittothe Well House. There'sa 
maximum score youcan reach — which 
isn't easytoattain.sincethereare parts 
of the underground world socunningly 
located that you'll need all your wits to 
get at them. 

There's quite a bit of humour in this 
Adventure and part of the fun is trying 
out different approaches to a problem 
tosee what will happen. If youget killed 
(though it's not a savage Adventure), 
there'sagoodchance of being brought 



back to life in a puff of orange smoke — 
provided the program hasn't used it all 
up.There'saSaveand Restore feature 
which enables you tosave the position 
you've reached within the Adventure 
for later restoration. This is very handy 
to use just before you enter a par- 
ticularly uninviting cavern; if you get 
polished off, you can always restore 
the previously saved positionandtryto 
kid yourself it never really happened! 

When you end a session, you will be 
told your Adventurer rating — and after 
a hazardous 3 hours exploring, it'sa bit 
ego-deflating to be told you're only a 
Novice Ad ve ntu rer. To become a G rand- 
master, you need the maximum, which 



you won't get if you've used Save, Res- 
tore or been killed in the current ses- 
sion. 

Adventure Quest has255 individually 
described locations and a large num- 
ber of problems to challenge you. You 
arean apprentice magicianselected to 
seek out and defeat Agaliarept, a De- 
mon Lord residing in the Black Tower. 
Before youcanevengainaccesstothe 
Tower, you m ust fi rst find the four Stones 
of the Elementa 

Dungeon Adventure has well over 
200 locations, 700 messages, around 
100objects.andpuzzlesaplenty.What 
would you do with an exploding poppy, 
a cuddly octopus or a dice that always 



LEVEL9 




came up 6? Seeking the treasures of 
the Dungeons will bring you upagainst 
these and many more. 

Snowball under development (at the 
time of writing), may be released by the 
time this review appears. It is set on 
board a gigantic spaceship which con- 
tains 8000 rooms— no that's not a typ- 
ing error, it really does have eight 
thousand! Fortunately, your on-board 
computer will help you to whittle your 
visits down to a mere 200 of them. 

Compressing It 

I must admit that when I first heard of 
Level 9's claims, not a small amount of 
scepticism entered my normally trust- 
ing soul. Having now seen and exper- 
ienced its Adventure programs, I am 
extremely impressed (and suitably 
contrite!) 

Without revealing too many trade 
secrets, I can tell you something about 
the methods Level 9 uses to accom- 
plish this astonishing feat. At the heart 
of the company's design methods is a 
purpose written 'data compiler" which 
compresses text by a ratio of at least 
two to one. The compiler scans all the 
text to produce a list of 1 27 most com- 
mon letter groupings. Each of these 
groups is then coded as a single byte. 



An embedded translator (miraculous- 
ly, only ten lines of assembler!) expands 
the compressed text using the stored 
list for reference. The translation and 
text expansion is done at such a rapid 
rate that there's no significant pause 
between the user entering an input 
and the program displaying thef ull tex- 
tual response on the screen. In addi- 
tion, each program contains about 4-5K 
of super-compact 'A-Code' and af urther 
1 K of machine code, the latter being a 
commom core for each type of micro. 
The A-Code consists of 1 byte long in- 
structions to run and control the Ad- 
venture. It was specially designed by, 
and is unique to, Level 9 for its Adven- 
ture programs. The end result is that 
the whole program, including all text, 
fits completely into memory. 

Background Stuff 

Loading takes about ten minutes — 
and thisistheonly waiting you'll haveto 
do. The tapes used are of high quality 
and I experienced no loading problems 
The programs run very fast and there 
are nofrustrating pauses while you wait 
for the computer to respond. I never 
managedtocrashorfindbugsinanyof 
the programs, and all are simple to 
operate. Not a single spelling mistake 
orgrammatical error could I find— what 
a pleasure to find Adventures that are 
literate. The 'Home Cursor 1 , 'Clear 
Screen' and a few other non-text keys 
are not trapped on input but this is a 



minor flaw. There are one or two small 
inconsistencies between the three 
Adventuresbuttakeneitherindividually 
•or together, they are simply superb. 

EachAdventurecomescompletewith 
a neatly presented 8-page booklet This 
covers background to your adventure, 
loading and running, instructions for 
playing (with examples), scoring, and 
some general hints. There are no in- 
structions as such within the program, 
thus sensibly using the space for just 
the Adventure itself. Level 9 is obviously 
a considerate company; as a par- 
ticularly nice touch it includes an 
envelope, stamped and addressed to 
itself. If you get really stuck trying to 
solvea particular part of the Adventure, 
the SAE entitles you to one free clue 
direct from Level 9. Don't, however, ex- 
pect togetadetailed answertoaques- 
tion like "How do I get all the trea- 
sures?"! 



Final Eulogy 

The Level 9 Adventures are superbly 
designed and programmed, the con- 
tent is first rate. The implementation of 
Colossal Cave is nothing short of bril- 
liant; rushoutandbuyit.Whileyou'reat 
it, buy their others, too. Simply smash- 
ing! 04 

Price 19.90 available from Level 9 computing. 
229 Hughenden Road, High Wycombe, Bucks 
HP135PG. Telephone 0494 26871 . 



Good Game ? 

turn it into cash! 1 

If you have written any new computer games then get in touch with 
Cascade Games for a FREE evaluation. We turn your ideas into cash 
by buying or paying you royalties for games programs written in 
basic/machine code for most makes of micro. This could 
be your big chance. You've got nothing to lose 
and everything to gain. 
All games will be returned. 




L . if you choose not to accept 
our offer. 
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Oxlord Computet Systems 
(Software) Ltd 
Hensmgton Road. 
Woodstock 
OntordOX7 UR. England 
Telephone (0993) 8 1 2700 
Telex 83147 Ret. OCSL 




YOUR 
FUTURE WITH 
COMPUTERS 
DEPENDS ON PASCAL 



PASCAL is the world's most 
popular programming 
language after BASIC 
PASCAL is FAST ... up to 20 
times the speed of BASIC 



OXFORD PASCAL is a 
COMPLETE implementation 
of the popular programming 
language PASCAL running on 
the Commodore 64 



With the OXFORD extensions 
to PASCAL you can programme 
dazzling graphics and B 
astounding sound 



WHAT DO I GET? 



With the cassette version of OXFORD PASCAL you get: 

• A powerful text editor tor preparing PASCAL 
programs 

• A resident compiler giving 1 4k of user RAM 

• A powerful set of colour graphics and sound 
extensions to standard PASCAL 

With the disk version of OXFORD PASCAL you get: 

• All the above. PLUS 

• A full disk to disk compiler exploiting the 
entire memory of the 64 for PASCAL programs. 



Cassette version (resident compiler only CI 4.95 

Full disk compiler ( 1 54 1 . 4040. 8050. 

8250 drives) C49.95 

Prices are exclusive of VAT. There is also a small 
charge for post and packing. 
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Data to yoor Commodore aod 

music to 



THE ROTRONICS DR2301 
AUDIO/DATA CASSETTE RECORDER 

• Why should you need two cassette 
recorders Just because you are a 
commodore user? 

• The ROTRONICS DR2301 has all the 
facilities you would expect of a Quality 
audio recorder and also works perfectly 
with the VIC 20 and CBM 64 computers 
without any fiddly separate boxes or 
adaptors. Simply connect the DR2301 
directly with your Commodore computer 
via the lead supplied and you are ready to 
start. The built-in Interface circuitry 
ensures that SAVEIng and LOADIng Is 
completely reliable - even when using 
commercially produced software. 

The DR2301 also allows the computer 
to sense when the PLAY key has been 
depressed. 

• Additional features are auto-stop, tape 
counter. Inbuilt microphone and 
foldaway carrying handle The DR2301 Is 
also compatible with the ZX81, spectrum 

VIC 




and many 
other popular 
home computers 

• The DR2301 will take its 
power from the computer 
(Commodore only), mains adaptor 
fsuppiiedi or internal batteries 
Each unit carries a full 12 month 
guarantee 

• All this at a price which is a lot less than 
you would pay for a dedicated data 
recorder - just £34.95 (p & p £2.001. Send 
your order form to mo stamp required!: 



SMT. FREEPOST Greens Norton. 
Towcestet Northants NN12 8br 



Rotronics 

audio/data recorders) at £36.95 line 
p & pi each. AH prices Inclusive of vat 
Please make cheques payable to SHI 
Allow 28 days for delivery. 

Name 



Address 



10 mo CBM w are registerea lrwemir« 0' commodore Business Macntnes 
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MONSTERS 



At first sight Forbidden Forest appears just to be another adven- 
ture epic in the best 'Dungeons and Dragons' tradition. Need- 
less to say, it isn't As Stephanie Brittain reports, it's a novel 
arcade game with roots that stubbornly refuse to trace back 
to an ancestry of Pacman, Galaxian, I nvaders or M issile 

Command. 





Before looking at the end result, let's 
focus in on how the game is likely to 
reach you. The original producer is an 
American outfit called Cosmi that in 
turn has granted Audiogenic of Read- 
ing the rights to market itsgames in the 
UK. In fact Forbidden Forest is one of 
six games currently being offered by 
Audiogenic, of which we have so far 



seen but two others — Slinky and 
Aztec Challenge. 

Aswith most USgames, theusualfor- 
mat is disk although apparently plans 
are afoot to offer the series in cassette 
form. The review copy came in packag- 
ing that's reminiscent of those early 
Atari games cartridges, and although 
the documentation is adequate it still 



doesn't really measure up to the stan- 
dard shown by what turned out to be a 
very high-grade game. On the other 
hand it's only fair to add that all the 
questions I felt moved to ask were duly 
answered. 

The program itself consists of 28K of 
machine code and takes about two 
minutes to load from disk — the cas- 
sette version would naturally take a 
day or two longer. And despite the size 
of the program there are no options for 
a second player; no doubt a consider- 
able amount of the code space has 
been hived off to produce the splendid 
forest effects. 

Having blundered into the Forbid- 
den Forest you're suddenly surroun- 
ded by trees and armed only with your 
trusty bow and five quivers of 10 
arrows; at high levels (there are four 
altogether) your arrow supply comes 
under ever more strict rationing. Alter- 
nate presses of the joystick fire button 
load and fire the bow. If you don't load it 
you can't fire it —obvious except when 
you're staring down the throat of the 
Demogorgon (our arch meanie). 

The distinguishing features of the 
scenariodependalotfortheireffecton 
what is lovingly described as four- 
dimensional action. What this really 
means is that as you progress around 
the forest it gets dark and the sun is 
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A TALK 

THROUGHJHE 
BLACK FOREST 



The documentation warns you that you're going to 
regret entering the Forbidden Forest and after a few 
minutes you'll know exactly what it means. And all 
you get to fight back with is a bow and arrow! 




" X 

. . A . . 



1 



Thankfully the spider* are quite alow-moving 
and easy to hit, which is just as well as it takes a 
while to master the load then fire technique. It 
would help if there was some way of telling when 
the bow has boon loaded. 





4 



Now here's an all-too-common sight. Ha vine, 
failed to skewer the dragon as he appears at the 
side of the screen, it's time for our bow-bearing 



ig 
at 



friend to demonstrate the meaning of 'frying 
tonight'. 



5 



While the skeletons can kill your bowman (and 
you can kill them) it's the fellow at the back that 
you've got to hit, square in the face, if you're 
going to get on to the next level. 



replaced by the moon and stars. When 
you add this to the multi-layered sprite 
graphics — which give such a great 
depth and feeling of perspective to the 
game— you begin toget thefeel of how 
different Forbidden Forest is to any 
games short of the Ant Attack 
or Bugaboo level of current releases. 
And if s not only good looks that steal 
the day; duelling the seven levels of 
monsters has a zing all of its own. 

The art of good bowmanship takes 
some nifty finger work. You keep the 
joystick over to one side to enable 
the bow to reach its full traverse; hold- 
ing it there makes our hero run in that 
direction. Vertical elevation is indi- 
cated by bars on the side of the screen 
which only appear when you change 
the degree of elevation; they're not 
there when you're keeping still. 
Sounds tricky, and it is. Don't let the 
glib bit in the manual tell you other- 
wise 



Enter The Baddies 

Enter the spiders — big, black and 
mean — but nottoodifficulttodispatch 
into instant oblivion. When you kill 
them, the entry wound is red and gory 
— if they get you instead, you'll lose 
about two pints of very red blood in the 
process. (Perhaps that's why you only 



get three lives, after that you'll have 
bled to death!) Having relegated a few 
spiders to that great web in the sky, the 
bowman goes into fits of delight 
accompanied by a crescendo of the 
quite excellent music. You can turn it 
off, but for once it's so good you pro- 
bably won't want to. 

A bee pops in next— aggressiveand 
very fast moving, but for some strange 
reason, bees don't bleed when you 
pierce them with an arrow — they 
explode! Success may be yours, but 
there's no time to relax for now the 
screen is overrun with gigantic frogs 
that come bouncing over the screen by 
the dozen, determined to squeeze the 
life out of our accident-prone archer. 
They're easy enough to hit but you've 
got to do some deft dodging to avoid 
the big squash. 

Then comes the Demogorgon's pet 
dragon, a tricky little fellow that kills 
with fire. The dragon isdifficult to catch 
as it steams in from the side of the 
screen and if s easy to end up as guest 
at the barbeque (the writhings of the 
bowman as he burns are just a touch 
gruesome). On theotherhand, ifyoudo 
managetolandaluckyshottothehead 
of ourfiery friend then thedeath throes 
make it well worth the effort. 

SurvivethatandaHyou'vedoneisget 
to the next level where a ghost floats 



around the backof the screen controll- 
ing an army of spear-wielding skeletons 
that comeat you from all sides. You can 
bump off skeletons till the cows come 
home but the only way to get through 
this level is to lodge an arrow squarely 
in the hooded face of the ghost. Which 
brings you face to face with an enor- 
mous green snake that spits venom. 
Don't worry— compared tothedragon, 
this snake's a real pussycat! 

The Big One 

And so to the final level — and confron- 
tation with the Demogorgon itself. The 
clashalways takes placeatnightbythe 
light from short flashes of lightning — 
and aiming at a moving target illumin- 
ated for one flash every few seconds is 
not easy. And now, I guess it's time for 
me to own up . . . only on the one occa- 
sion did I manage to hit it right between 
the eyes, and I've no idea how I man- 
aged that stupendous feat. 

Overall, Forbidden Forest's com- 
bination of real 3D scenery and fast 
moving action are just what you'd 
expect from a more advanced US origin- 
ated, disk-based game. The only 
surprising thing is that a game that 
would be good value at E29.95 is 
being sold at the recommended price 
of £1 2.95 . . . which can't be bad! 0« 
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Unlike the spiders which bleed to death (see 1 ) 
the bee explodes. An accurately aimed arrow Is 
sufficient to seal its doom, but with the frogs to 
follow, that's not necessarily such good news. 
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Despite a veritable rain of venom from the 
demogorgon's favourite — a cobra-like snake — 
this is not a difficult level. And here's the proof 
as our slippery adversary goes down for the last 
time with an arrow in his neck. 
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Our hero meets a squelchy end under one of the 
raining frogs — not a very good showing as things 
can get a good deal busier on this level. It's rare 
to see gaps between the frogs. 
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After all that effort and despite the many well- 

E laced arrowst this Is the end. Having failed to 
it the domogorgon square between the eyes 
{hardly surprising with only lightning to see by) 
the arch baddy moves In for the kill. 
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FROM DER LIDDLE WAB8ITS... 
FOR THE KOMMANDANT 64 
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PRIZE IDIOCY 

First things first and the 
amazing news is that Artie 
Computing is promising — 
hand on chequebook — to 
stump up the first prize of 
a fortnight's holiday for 
two in sun-drenched (it 
says in the brochure) 
Florida Well, maybe it was 
a full moon when they 
gagged their bank 
manager and made the 
announcement — still, 
tough Lymeswold we say. 

And to compound this 
suppurous swelling of 
generosity, CBM itself has 
felt moved to dig deep into 
its corporate coffers, to 
present each of the five 
runners-up with one of its 
1541 disk drive units. 
There — that didn't hurt at 
all, did it? 

THE STORY SO FAR 

Well, that's the best bit 
over — time now for the 
mundane details. Actually 
as any 64 owner who's 
already played Artie's 
Mothership will vouch, 
there's nothing mundane 
about the game. In face 
it's a real trainspotter*s 
turn-on. Level 1 gives you 
a healthy dose of trench 
warfare as your little ship 
battles against enemy 
fighters on its way along a 
metallic canyon — Star 
Wars style. Level 2 has 
you locked in a vertical 
maze and attacked by 
such nasties as robots 
and flying scanners. And 
lastly, on Level 3 it's time to shoot your way through a 
shield of energy pods and destroy the Mothership. 

A MOTHER OF A CONTEST 

So what do you have to do to be on that 747 to Florida? 
Well, Artie reckons that destroying the Mothership 
doesn't necessarily spell the end of Mothership the 



program; in fact the 
company's very keen on 
putting together 
Mothership 2. 
And that's where all you 
Y64 readers come in, 
because the competition 
will be to conceive and 
code the next level. All 
entries written in Basic will 
be perfectly acceptable. 
As much as anything it'll 
be the ideas that count. So 
— hint, hint — remember 
that you're following on an 
existing game, not 
creating something 
completely new. 
Those melliferous 
people at Artie will be sole 
judges of the entries and 
there is a very real chance 
that the winning ideas will 
actually end up as part of 
Mothership 2 ... in which 
case royalites will be 
offered! 

MOTHERSHIP HOTLINE 

It's just conceivable of 
course that not everyone 
reading about this fab 
competition has yet laid 
eyes on Mothership 1. 
Certainly it won't be the 
easiest thing in the world 
to design Level 4 when 
you've still to be stunned 
by Levels 1 to 3! 
Apart from the obvious 
solution of hoofing it down 
to your nearest stockist, 
Artie is offering a credit 
card hotline forthe 
duration of this 
competition. Just ring 'em 
on 0401 43550 giving 
your plastic details and 
will send you a copy for £5.95. 

BLAH, BLAH, BLAH 

The last day for entries to reach us will be 31 August 
1 984. And (to repeat) send them in on cassette please, 
along with details of your name, age and address. All 
entries should be mailed to: Mothership Competition, 
Your64, 14 Rathbone Place, London W1P WE 



Artie 





Cashbook 



Ideal for sole traders, partnerships and Limited Companies 
...Written by practising Chartered Accountants .Includes 
VAT accounting module for users operating the VAT 
Special Retailers scheme.. .Accepts data from manual 
purchases and sales ledgers where necessary... Records all 
income and expenditure and produces full analytical 
summaries. Bank and Cash account balances, VAT summary 
and Trial Balance with full audit trail. 



Final Accounts 

Includes Journal entry facility which allows adjustments to 
be made prior to printing Profit and Loss Account and 
Balance Sheet.. .Produces Balance Sheet complete with 
comparatives or budget figures and notes to accounts... 
Based on Gemini's well proven BBC Final Accounts program, 
thousands of which are in daily use. many in the offices of 
Chartered Accountants... Interfaces with Cash Book when 
required but also acts as a 'stand alone' program. 




Database 



m 



Home Accounts 



The No. 1 menu driven, user friendly multi purpose Data 
Management system with the following features: Dynamic 
Memory management which allows the huge potential of the 
64's memory to be fully used... Search and calculate facility 
which permits numeric field calculations to be updatd by any 
common arithmetic factor... Searches on multiple selection 
criteria and high precision sorting... Professional standard 
record verification prior to entry for greater accuracy. 



A superb rewrite for the 64 of Gemini's famous program for 
the BBC — now enhanced with extra features. . . Budget for all 
aspects of household and personal expenditure for each 
month of the year, and then record and compare actual 
expenditure as it happens... Complete interactive bank 
account database with the ability to automate standing order 
debits... Credit cards supported ... Full printer options... 
Graphic plotting facility to display levels and trends of 
expenses, at a glance... Highly recommended for putting your 
64 to serious work! 




Gemini software n available bom larger blanches ot Boots. 
W H Smith, and moat good software shops Oi telephone Oetnini lot 
immediate despatch quoting your Access. Visa or American Express 
card number Telephone (0396) 265166/265632. Alternatively send 
youi cheque or Postal Order made payable toGemtni Marketing Ltd. 

Please send the following Gemini Commodore 64 programs: 

Cashbook CasaettoQDiakEJ £59 95 

Final Accounts CassefteQDisJrQ £59 95 

Database OaWMKM □ £19 95 Dtak Q £23.95 

Homo Accounts Caaaette{~ £19 95 DrsJi Q £23 95 

IPlease tick boies as required ) 

Name . ,„,„ , 

Addl©S# |« tin it m< •■»■■*•■--*•*- bit t •*!**■•■ imttiim ■ ■ . ■*#■*■ * a ■«••■■■ 



L 



Credit Card No. Signature 

Gamini Marketing Ltd. IBs Litlleham Poad. Exmouth Oevjn EXBZQO 



J 



Gemini are one of the oldest and most 
experienced software houses and support all 
their software with professional documentation, 
also by assisting customers with prompt 
after-sales service. If you have purchased any of 
our software and require advice or help, please 
do not hesitate to ring or write. Technical advice 
is always on hand. 

Gemini products are distributed by: 

Computer Bookshop. Micro Dealer UK Ltd. Diamond Stylus PLC Tiger 
Distribution. Wonderbndge Ltd. Ferranti A Davenport Everyman 
Computers (Nil. Webstets Ltd. Lightning Records and PUonmisi Ltd 




Gemini Marketing Limited 

18a Littleharn Road, Exmouth, Devon EX8 2QG England 
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SCRATCH PAD 



Welcome to 'Scratchpad', Your 64's own workshop for projects, ideas, hints, tips and advice — of 
whatever colour, flavourorkind. This issue's input comes from Phil Comes, Norman Burton and Mike 
Turner. Readers with contributions of their own to submit are very much invited to mail them to: 

Scratchpad, Your 64, 1 4 Rathbone Place, London W1 P 1 DE. 

Break out of the 64 Where do you draw the The whys and Making full use of the 

with your own built-in line using high wherefores of 64's Sound Interface 

RESET button. resolution graphics? constructing a parallel Device. 

57 59 interface. 63 

61 



RESET ON THE COMMODORE 64. 



As You Were! 

Hitting RUN/STOP and RESTORE will sometimes break you out of 
a 64 lock-up ...on the other hand sometimes it doesn't Y64 offers 
an easy way of building-in RESET— all you need is a switch and 6- 
inchesofwire. 



Picture the scene . . .you've spent most 
of the evening typing in your latest 
effort, you RUN it, and nothing happens 
The screen is blank and the keyboard 
lies dead beneath your lingers. "What 
the •!%$!," you ask of yourself in that 
quiet reserved manner "am I going to 
do now?". 

But you know. You reach out, press 
the RESET button at the rear of the 
Commodore 64, wait for a couple of 
seconds, type SYS 50000 and then 
LIST your program. You spot the duff 
line immediately, correct it and now 
your program RUNs perfectly. 

Ifallthissoundsalittletoogood to be 
true, that's because it is — and in fact 
there'snothinginthisarticlethat'llhelp 
you spot a duff line that quickly. The 
rest, however, will now all be revealed. 

Starting Over 

Firstly, let's consider the 6510 CPU 
chip, the heart of the Commodore 64. 
One of its 40 pins is the RESET pin, and 
when this is earthed momentarily, the 
651 0 stops whatever it was doing and 
starts again at the address it finds at 
FFFE Hex and FFFF Hex. In the Com- 
modre 64 this will result in the Basic 
initialising itself. It does so by storing 
the same address, OB01 Hex, as both 
the start and finish of the program text 
area This is obviously not so when a 
program is being RUN (see Figure 1 ). 

The program text starting address is 
usually 0801 Hex, but if you've moved 
this for any reason, then you must 
repeat that operation now. When a pro- 
gram is entered, STRE N D, ARYTAB and 
VARTAB are all the same since it's only 
when the program is RUN that vari- 
ables, arrays and strings are given 
values which need to be stored. 



Assuming that the program crashed 
'gracefully' and did not obliterate its 
own text, then the only part of the text 
altered by the RESET is the first two 
bytes, which are set to zeros. If we can 
find what they were and replace the 
zeros.andsomehowfindtheendofthe 
program text and store that in STREND, 
ARYTABandVARTAB, then the program 
should emerge intact 

In fact, we need not do all this since 
we can get the Commodore 64 to help 
us. To u nderstand how we accomplish 
this, lef s see first what a Basic program 
lookslikeinmemory(Figure2).Theend 
of the program is signified by three 
zeros — one for the end of the last line 
and two more where the next link 



pointer would be if there was one. 

Now we can see that when the Basic 
initialisesOBCM HexandOB02Hexto 
zero there are already three zeros at 
the beginning of the program text area 
and the Commodore 64 believes there 
is no program there. All we have to do is 
change either of those two zeros to a 
non-zero value andcall a routine which 
starts at A533 Hex in the Basic inter- 
preter. This routine will 're-link' all the 
lines in the program text area from the 
beginning until it finds three successive 
zeros. Furthermore it discovers the 
address of the end of the program, and 
stores it in 22 Hex and 23 Hex. Lastly, 
we copy the address from 22 Hex and 
23 Hex into the locations where 
STREND, ARYTAB and VARTAB are 
stored. The program is now recovered 
and will LIST and RUN. 

The'OldRoutine'listinggivesaBasic 
program which locates a machine code 
routinefordoingallthis,atC350Hex.ln 
decimal this is5000— an easy number 
to remember. Ifsalso in free RAM space 
above the Basic interpreter ROM and 
is therefore safe from NEW and the 
effects of the RESET button. Type this 



STRING 
storage space 



Grows down? 
a Grows up 



ARRAY 
storage space 



NUMERIC 
Variables 



GASIC 
program text 



9FFF 



Top of the area available for 
Basic 



STREND 



ARYTAB 



VARTAB 



This address stored at 31 & 
32 Hex 



This address stored at 
30 Hex 



2F 8 



TXTTAB 



This address stored at 2D & 
2E Hex 



This address stored at 2B & 
2CHex 



Figure 1 . The Basic program artn In 
detail 
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CN2 



T 



W7 



RP3 




Solder the wires 
Irom the reset 
button to these 
two points 



Figure 2 -Vi< 



showing reset button connections 



in or load it from cassette or disk and 
then RUN it before you start work in 
Basic. You cannot load it after a crash 
since it's a Basic program and would 
therefore overwrite the program you 
were trying to recover! 

Once you have RUN this program, 
you can type N EW to remove the Basic 
text. LISTittoconvince yourself it really 
has gone. Now type SYS 50000. LIST 
will reveal the original program, 
recovered intact. You now have a 
routine which will recover a program 
from an accidentally typed NEW. 



On The Button 

So . . . whatabout this RESETbutton at 
therearoftheCommodore64?Apush- 
to-make button switch (20p-30p from 
your High Street electronics shop)and 
six inches of two-core multistrand wire 
are the only components required and 
fitting it could scarcely be easier. 

Unscrew the three screws under- 
neath the front of the computer and lift 
the keyboard half up from the front 
{Warning! — this theoretically has a 
dire effect on your guarantee.) Prop it 
upagainst something so as not to strain 
the wires connecting the keyboard to 
the printedcircuitboard. Assuming you 
have the computer base facing you in 
the normal way, look in the rear left- 
hand corner for the user port 

Drill a suitable size hole in the key- 



board half of the case in the general 
vicinity of the user port, and locate and 
secure the reset button. Solder two 
wires, fourtosix inches in length, to the 
tags on the button and then solder the 
other ends to the points shown on 
Figure 3; it doesn't matter which way 
round these are connected Close the 
case and secure it with the screws. 



10 


FOR C-0 TO 23 


20 


READ 


BYTE 


30 


POKE 


300O0*C.BYTE 


40 


NEXT 


C 


30 


DATA 


169.6, 160, 1, 143,43 


60 


DATA 


32.31,163,163,34 


70 


DATA 


133,43,133,47,133 


BO 


DATA 


49, 163,33. 133,46 


90 


DATA 


133.46. 133,30,96 



The Old Routine Listing 

You nowhavea RESETbutton, since 
those two contacts on the user port are 
in fact earth and the RESET line from 
the 6510. Pushing the button at any 
time during the execution of a Basic 
program will cause the screen to con- 
tract slightly, and after two or three 
the Commodore sign-on message is 
displayed. Now type SYS 50000 and 
the Basic program will be recovered. 

To summarise: the important points 
are that you load and run the Basic 
program before carrying out any work 
in Basic, and the RESET button and 
SYS 50000 will only work if the Basic 
text has not been corrupted in the 
crash. 



PIXEL CONTROL IN HIGH-RES MODE 



Drawing The Line 

When you first switch on your 64, the screen format is 25 lines of 
40 characters. To produce high-resolution graphics, however, you 
need to be able to control all the 64,000 pixels in the screen 
individually. Y64 looks at how you negotiate the high-res road. 



The image viewing area is actually 
320 pixels wide and 200 pixels deep, 
giving a total of 64,000 pixels for the 
whole screen. To nave pixel control 
over all this you need 8000 bytes of 
RAM (1 bit for each pixel). The best 
place to locate the graphics screen in 
memory, is starting at location 81 92. 

A program that locates the graphics 
screen at this address and then 
clears the screen is given in Listing 1 . 



But before you enter and run the 
program you must move Basic out of 
the way, by typing in the following 
commands directly at the keyboard: 
POKE 642,64: POKE 44,64: POKE 
16384,0: NEW 

All of the programs given here on in 
assume that using this method, you 
have relocated the area normally 
reserved for Basic. 
The two sections that follow, both 



use the graphics screen and show 
you how to plot points and draw lines. 
The routines are both written in Basic 
to make it easier to see how they 
work. Unfortunately this is pretty slow, 
but those of you familiar with machine 
code should have no problem in 
writing faster versions. 

The Plot Thickens 

You now have 64,000 bits in memory 
to control the 64,000 pixels on the 
screen. To plot a single point on the 
screen (illuminate an individual pixel) 
all you need to know is which of the 
64,000 bits in memory controls that 
pixel. "Hold on", we hear you say, "this 
all sounds a bit too easy". Certainly it 
would have been a nice touch if 
Commodore had given the two things 
a more simple relationship. 

The easiest way of referring to the 
position of an individual pixel on the 
screen is to use co-ordinates. If you 
number the pixel columns from 0 to 
31 9 and the rows from 0 to 1 99, any 
pixel can be identified by just two 
numbers. The column number is 
normally referred to as the X co- 
ordinate and the row number as the Y 
co-ordinate. The conventional way of 
referring to a position using co- 
ordinates is X.Y. Therefore, the pixel in 
the top left-hand corner of the screen 
is at postion 0,0, and the pixel in the 
bottom right-hand corner of the 
screen is at position 319,199. All you 
need now is a way of using the co- 
ordinates to find the byte in memory 
that controls the pixel at that position. 
The program in listing 2 includes a 
routine that will do this for you. 

Lines 1 0 to 60 locate and clear the 
graphics screen. Line 70 defines the 
X and Y co-ordinates of the pixel to be 
plotted and the subroutine called 
from line 80 actually plots the pixel. 
The program is now waiting, at line 90, 
for you to press a key. If you look 
carefully, you'll see that a pixel near 
the centre of the screen (position 
160,100) is illuminated. Pressing any 
key allows the program to fall through 
to line 100 which in turn calls a 
subroutine to unplot (turn off) the 
same pixel. Take a further look at the 
screen and confirm that the pixel is no 
longer illuminated. The program is 
now at line 1 10 and again waiting for 
you to press a key. Pressing any key 
will cause the program to fall through 
to the next line, where it's directed to 
go back to line 80. This will result in 
the pixel being plotted again. You are 
now in a loop and each time you press 
a key, you will either turn the pixel on 
or off. To break out of the program, 
you'll have to press the STOP and 
RESTORE keys simultaneously. 

It's worth mentioning, by the way, 
that both the plot and unplot routines 
call a common subroutine that starts 
at line 1 90. This routine calculates the 
memory location of the byte that 
controls the pixel. 



SCRATCH PAD 



Before you leave this section on 
plotting points, try changing the co- 
ordinates in line 70 — go on, convince 
yourself that you can control any pixel 
on the screen. 



Lining-Up Points 

Once you've mastered the art of 
plotting pixels, drawing lines is not 
particularly difficult. If you think about 



10 POKE 53272. PEEK i53272) OR 8 
20 POKE 33263. PEEK (33263) OR 32 
30 FOR OB 192 TO 16191 
40 POKE CO 1 NEXT C 
50 FOR Ol 024 TO 2023 
60 POKE C. 16 ■ NEXT C 



10 POKE 33272, PEEK (S3272) Oft B 

20 POKE 33263, PEEM33263I OR 32 

30 FOR OS 192 TO 16191 

40 POKE C,0 1 NEXT C 

50 FOR O1024 TO 2023 

60 POKE C, 1 I NEXT C 

70 CX-INT<RN0(0>«320> 

80 CY-INT{RND<0> «200> 

90 NX-INT(RNO<0)O2O> 

lOO NY-INT <RND<0)>200> 

110 GOSUB 130 

120 GOTO 90 

130 DX-ABS(NX-C>:» 

140 DY-ABS(NV-CV) 

130 SX-5GN<NX-CX> 

160 SV-SGN(NY-CY) 

170 IF DX>OV THEN XS-SX 1 YS-SY«DY/DX 
ISO IF DXODY THEN VS-SY I XS=SX*DX/DY 
190 X-INT<CX+0.3> 1 Y-INT(CY*0.3) 
200 GO SUB 240 

210 IF X-NX AND Y-NY THEN CX-X 1 

CY-Y 1 RETURN 
220 CX-CX+X5 1 CY-CY+YS 
230 GOTO 190 

240 B-8192*lNT<Y/8>>320«-INT<X/8> 

IB-(V AND 7> 
230 H-2-M7-IX AND 7)) 
260 POKE B, PEEK <B> OR H 
270 RETURN 



Listing 3 — Drawing a lino 



it, a line can be produced by simply 
plotting a series of adjacent pixels. 
You do, of course, have to take into 
account the slope of the line (if any) 
and its direction. But both of these 
can be calculated from the co- 
ordinates of the two end points. 
The program given is Listing 3 
includes a line-drawing routine. It 
starts by drawing a line between two 
points chosen at random, and then 
continues to draw lines until you 
decide to stop it Each new line starts 
from the point where the previous 
one terminated and finishes at a point 
chosen at random by the program. 



Lines 1 0 to 60 locate and clear the 
graphics screen — as already 
described. The starting point of the 
first line to be drawn is defined by the 
co-ordinates CX (Current X value) and 
CY (Current Y value). The values of CX 
and CY are chosen at random and 
assigned in program lines 70 and 80. 
The end point of each line is defined 
by the co-ordinates NX (New X value) 
and NY (New Y value). The values of 
these co-ordinates are also chosen at 
random and assigned in program 
lines 90 and 100. Line 1 10 calls the 
line-drawing subroutine. Lines 130 
and 180 of the program sort out the 
slope and direction of the line by 
using the co-ordinates of the two end 
points. 

In this program, the slope of the line 
is defined as the number of pixels you 
have to move in one co-ordinate 
direction for every pixel you move in 
the other co-ordinate direction. The 
number of pixels you have to move 
horizontally is known as the X Step 
(XS) and the number of pixels that you 
have to move vertically as the Y Step 
(YS). The XS and YS values are 
calculated in lines 1 70 and 1 80. 

The next step is to start plotting the 
line, pixel by pixel. Because pixels can 
only have integer co-ordinates, the X 
and Y co-ordinates of the pixel to be 
plotted have to be rounded off to the 
nearest whole number. This is 



A number of commercially available 
programs for the Commodore 64 
contain routines to drive a Centronics 
printer. Two examples are the 
excellent Mikro Assembler and 
Monitor horn SuperSoft and the Easy 
Script Word Processor which comes 
free with the Commodore 1541 disk 
drive. The Commodore 64 does not, 
however, have a true Centronics 
interface, although it is possible to 
derive all the necessary signals and 
data from the user port. First of all, 
though, let's examine the Centronics 
interface in some detail. 



achieved by line 90 of the program 
and the subroutine that actually plots 
the pixel is called from line 1 00. 

After each pixel has been plotted, 
line 210 checks to see if the end of 
the line has been reached. If not, line 
220 increments the value of CX by 
the XS step value, and the value of CY 
by the YS step value. 

CX and CY now hold the co- 
ordinates of the next pixel to be 
plotted. Line 230 loops the program 
back to line 1 90 where again the co- 
ordinates of the pixel are rounded to 
the nearest whole number. Line 240 
calls the PLOT subroutine and the 
pixel is plotted. 

This loop continues until the end 
point is detected by program line 21 0. 
When this happens, CX and CY take 
on the co-ordinate values of the last 
pixel plotted. This ensures that the 
next line will start from the same point 
at which this one finishes. 

The first line has now been 'drawn 
and line 210 returns the program to 
line 90. The co-ordinate for the next 
line end point are chosen at random 
and are again assigned to NX and NY 
byline 90 and 100. Line 1 10 calls the 
line drawing routine and the line is 
drawn as before. 

The program will continue to draw 
lines in this way until you decide to 
stop it by pressing the STOP and 
RESTORE keys at the same time. 



There are basically two methods of 
transmitting data from a computer to 
a printer, or indeed any other 
peripheral. Either the data is sent one 
bit at a time down a single data line, or 
it's sent one byte at a time down eight 
data lines simultaneously, each bit 
having its own line. The first method is 
serial transmission, for which the 
most common standard interface is 
the RS232. The second is parallel 
transmission and here the most 
common interface is the Centronics. 

A Centronics interface is inherently 
faster than its serial equivalent. This 




Figure 1 - View of AMPHENOL 37-303CO PLUG showing pin numbering schsma 
It appaara at raar of printer. 



Listing 1 — Locating tha high resolution 
acr— n 

lO POKE 33272, PEEK(33272) OR b 
20 POKE 33265, PEEK < 33263) OR 32 
30 FOR C-8192 TO 16191 
40 POKE C,0 i NEXT C 
30 FOR O1024 TO 2023 
60 POKE C.22 t NEXT C 
70 X-160 i Y-100 
SO GOSUB 130 

90 GET A* i IF AS--" THEN 90 
lOO GOSUB 160 

110 GET AS ■ IF AS-"" THEN 110 

120 GOTO eo 

130 GOSUB 190 

140 POKE B, PEEK (EO OR M 

150 RETURN 

160 GOSUB 190 

170 POKE BfPEEMB) AND <23S-f1) 
180 RETURN 

190 B-8l92*-INT<V/8>I320*-INT<X/8) 

• 8«-lV AND 7) 
200 «-2"(7-(X AND 7) 
210 RETURN 



Listing 2 — Plotting a point 



BUILD YOUR OWN CENTRONICS PRINTER INTERFACE 



From Port To Port 

Y64 explains in detail the whys and wherefores of building a 
parallel interlace for the Commodore 64. 
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QUALITY ARCADE ACTION GAMES FOR THE 



COMMODORE 64^£7.95^ 



QflLnxions^e 





The earth is being 
invaded by an alien 
force, the GALAXIONS have 
arrived from a dying planet, determined 
to destroy civilization as we know it. 

They come in formation, swooping and 
diving towards the planet earth. You and 
you alone can save mankind from the 
terrifying destruction the aliens threaten 
us with. 

M •MA fantastic version 
I ^^^^ of this popular 
^ ^ arcade game. 




Guide Thomas the cat 
along the 13 walls of SOLAR 
street to his lady friend, 
awaits him on the end 
wall, but beware of 
the flying boots, 
bottles and mops, which are 
just a few of the hazards you will encounter. 



WobmtotipOicociic 

In days of old when 
knights were bold and 
the sheriff was in power, 
to play this game guide Robin Hood, 
to Marian locked up in the tower. 





t Guide 



i 



Guide Boris up the ladders, to collect a coin 
from the top of the screen, but beware! the 
bogy men are out to get you. He must return 
to the bottom of the screen, avoiding the 
bogy men and insert the coin in the electric 

|p meter. The lights will 
come on enabling you 



to see the pitch fork, and 
after retrieving it, kill the 
bogy men 



mack mm 

QflLfiXIOnS 



£5-00 
£5-00 



£500 

gc&amhletc £5*00 

£7.95 



UNEXPANDED VIC 20 

GUN FIGHT £5*00 

RSTEROUDS £5*00 
&^tn/&kUt £6*00 

B & 16K EXPANDED VIC 20 M 

51 Meadowcrofc, Radcliffe. Manchester M26 OJP England. 

All our games are available mail order P&P included from the above address. 

Orders sent by return post. 
Also available from all good computer shops. 

Distribution, PC S. Darwen. CENTRE SOFT West Midlands, ALPHA TAPES Merseyside, 

TIGER Cheshire, LIGHTNING London, LEISURESOFT Northampton. 
R9 COMPUTER GAMES Barnsfey SOFTWARE DISTRIBUTION SERVICES South Devon, 

FIVE D SOFTWARE East Harling. 
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will be of great help if your printer has 
a reasonable size buffer since the 
computer will fill the buffer quickly 
and be free to continue processing 
while the printer carries on printing. 
The Centronics interface comprises 
36 wires, some of which are unused 
and only 1 1 of which are relevant 
here; the rest are used for 
transmitting data over long distances. 
At the present moment we're not 
expecting you to have your printer 
more than a few metres away from 
the computer. The 36 lines are 
connected to Amphenol plugs, with 
the pins numbered as in Figure 1. 

"Pin 1 is the STROBE line. This is a 
strobe pulse signal for reading in the 
data and normally it's held high (+5v); 
when it does go low (Ov) the data is 
read. Pins 2 to 9 are the eight data 
lines, pin 2 being for DO (the least 
significant bit) and pin 9 for D7 (the 
most significant bit). Pin 1 0 is the ACK 
(for acknowledge) line. This is also a 
pulse signal, of approximately 5ms 
duration. Like STROBE it's active low; 
in other words normally at 5v, but 
pulsed to Ov when the data has been 
received. No more data may be 
accepted until the pulse is completed. 

The last pin we're interested in is 
pin 1 6. the Signal Ground. Connect a 
length of ribbon cable to these eleven 
pins inside an Amphenol plug and 
there you have the printer end of the 
cable completed. Figure 1 shows the 
numbering scheme of the user port 
connector. 

The connections you need to make 
are all on the underside of the user 
port connector, and are the lettered 
tags shown in Figure 2 (we've used 
the same numbering scheme as in 
the Commodore 64 Programmers 
Reference Guide. Note that the 



PRINTER 

STROBE 1 - 
DO 2 - 
D1 3 - 
D2 4 - 
03 5 
D4 6 - 

05 7 - 

06 8 - 

07 9 - 
ACK 10 - 
6ND 16 - 



COM64 



M 

C 
D 
E 
F 
H 
J 
K 
L 
B 

AorN 



PA2 

PB0 

PB1 

PB2 

PB3 

PB4 

PB5 

PB6 

PB7 

FLAG 2 

GND 



Fig ure 3 — Connections between 
printer and Commodore 84 showing pin 
numbers and names 

letters G and I are not used. Figure 3 
shows the actual connections to be 
made between printer and Commo- 
dore 64. 

The data you send to the printer 
comes to the user port from Port B on 
the second of the two 6526 CIA chips. 
Eight data lines on Port B are used 
together with Flag 2 and bit 2 on Port 




Figure 2 — View of user port Irom rear of Commodore 64. Note the positions of 
the keyways 



A. These last two perform the 
operations described under STROBE 
and ACK which are generally referred 
to as 'handshaking'. The Commodore 
64 end of the ribbon cable needs to 



POKEING FUN AT MUSIC 



be soldered on to the correct tags of a 
24-way edge connector socket. This 
can then be pushed on to the user 
port connector and your Centronics 
interface is complete. 



Shaping-Up Sounds 

The Commodore 64 has one of the most powerful sound 
synthesiser facilities available on any home micro and, just as with 
graphics, these are accessed by use of the POKE statement 
Here's how you 'tinkle the bytes'. 



The sound on the Commodore 64 is 
all controlled by a single integrated 
circuit chip called the Sound 
Interface Device (SID for short). 
Inside SID there are 29 internal 
registers to control. all the functions 
associated with the three sound 
channels. These appear as 29 
memory locations in the Commodore 
64 memory map, starting at location 
54272 and extending to location 
54300. 

The program listing for '7ft© Tune 
Machine' shows how to create a 
simple tune machine that can READ 
note information from a set of DATA 
statements and play the tune 
specified. Don't forget when you RUN 
this program that the Commodore 64 
plays all its sounds over the TV 
loudspeaker, so you'll need to twiddle 
the volume on your TV set or you'll 
hear nothing. Here's how the program 
works: 

Line 1 0 adjusts the SID chip master 
volume control to full by POKEing the 
value 1 5 into memory location 54296. 
There are 16 volume settings 
available to be POKEd here, from off 
(00) to maximum (15). Line 20 sets up 
the envelope shape of the notes to be 
played and the envelope shape 
determines the way in which the 
volume of the sound being produced 
varies throughout the duration of 
each note. 

There are 4 control parameters that 
specify the envelope shape — called 
Attack, Decay, Sustain and Release 
(ADSR). Attack is the part of the note 
between the time that it starts and the 
time it rises to maximum volume. The 
duration of the Attack is controlled by 
the high order 4 bits of location 



54277, from 2mS with a value of 0, to 
8 seconds with a value of 1 5. Decay is 
that part of the note between the end 
of the Attack period and the point 
where the volume stops decreasing 
{in other words, where the main body 
of the note starts). The Decay time is 
controlled by the low order 4 bits of 
location 54277 and varies from 6mS 
with a value of 0, to 24 seconds with a 
value of 1 5. 

Sustain is the volume level of the 
main body of the note and ifs 
specified as a proportion of the 
maximum volume at the end of the 
Attack. Sustain is controlled by the 
high order 4 bits of location 54278, 
where a value of 0 indicates that the 
note decays to 0 volume and 15 
indicates that the note does not 
decay from maximum at all. Finally, 
the fourth parameter is the Release 
rate — the length of time it takes for 
the sound to die away to zero from 
the Sustain level when the note is 
turned off. Release rate is controlled 
by the low order 4 bits of location 

54278. A value of 0 gives a release of 
6mS and this increases to 24 
seconds with a value of 1 5. 

Continuing with the program, line 
30 READs the data for the next note 
into variable N and selects a 
waveform type. The Commodore 64 
has 4 waveforms available: Sawtooth, 
Triangular, Pulse and Random Noise. 
The value 16 POKEd into location 
54276 selects the triangular wave 
form. The numbers to POKE for the 
other waveforms are: Sawtooth (32), 
Pulse (64) and Random Noise (1 28). 

As well as selecting the wave form 
this location also switches the note 
on or off. This is controlled by bit 0 in 



SCRATCH PAD 



10 POKE 34296, IS 

20 POKE 34277,12 I POKE 34270,165 

30 READ N i POKE 54276,32 

40 IF N<<-1) THEN RESTORE I GOTO 10 

50 READ D i IF N--1 THEN 100 

60 Z-INTC16.33l6«2"<N/12>/0.06097*0.3> 

70 NH-INT1Z/236) i NL-Z-NHt236 

80 POKE 34272, NL I POKE 54273. NH 

90 POKE 54276,33 

lOO FOR T-l TO D I NEXT T 

110 GOTO 30 

400 DATA 55.60.57.60.38.60.60.60 
410 DATA 62.160.60.60.38.60 
420 DATA 37. 160. 38. 60. 60. 60 
430 DATA 58.60.57.60.55.160 
440 DATA 63.60.62.60.62.60.60.60 
450 DATA 60.60.38.60.38.60.37.60 
460 DATA 37.60.35.60.35.60.57.60 
470 DATA 55.60.54.60.52.60.50.60 
460 DATA 55.60.37.60,36.60.60.60 
490 DATA 62.160.60.60.58.60 
300 DATA 57,160.58.60.60.60 
510 DATA 36.60.57.60.53.160 
320 DATA 63.60.62.60,62.60.60.60 
S30 DATA 60,60.36.60,36.60.60.60 
340 DATA 37.300.55.120.35.800 
330 DATA -1.1000.-2 



The Tun* Machine 

the byte (1 to turn the note on and 0 to 
turn it off). Line 40 starts the program 
up again when a value is read from 
the data that's less than -1. Line 50 
reads the duration of the note to be 
played. A note value (N) of —1 
indicates a quiet rest for the specified 
duration. 

Lines 60 to 80 take the note value 
read into variable N and convert it to 
the 16-bit value needed to generate 
the required note. A table of values of 
N and the notes generated is given in 



the table. Once everything has been 
set up, line 90 sets bit 1 of location 
54276 as mentioned above and turns 
the note on. Line 100 then times out 
the duration of the note and finally 
line 110 loops the program back to 
line 30 to find and play the next note. 

Having typed this program in and 
RUN it, there are any number of fun 
things to do to try out the effects of 
the various facilities. For example, the 



values POKEd in line 20 can be 
altered to give a different envelope 
shape, or the values POKEd in lines 
30 and 90 can be changed to use a 
different waveform. The program can 
even be expanded to play notes 
simultaneously on all three sound 
channels available in the SID chip, 
instead of just using channel 1 as we 
have here. □ < 
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THE MASTER 

CHECKS OUT 

Even taking a large pinch of poetic licence with the title, 
Grandmaster does offer a high standard of play— not to 
mention a number of extra facilities which add greatly to the 
enjoyment of using it It's available for both the VIC 20 and 
Commodore 64. Bob Chappell reports . . . 



The big attraction of chess programs is 
that you can have a game whenever 
you feel like it, You can play for as long 
as you want and at whatever standard 
ofskillyouwish.Grandmasfentselfcan 
be used as a chess tutor, as a challeng- 
ing opponent, or for experimentation 
and analysis. And in addition you can 
ask for help, force it to make an instan- 
taneous decision, or let it play against 
itself — you can even cheat with im- 
punity, if you want! 

The program comes on a cassette 
tape, attractively boxed together with 
an instruction manual. You load it as 
usual via the Commodore tape deck, 
and execute with the RUN command; 
no joystick or other fiddly bits are 
necessary. 

The first thing you see is a black and 
white chessboard plus pieces, 
surrounded by a green border. To the 
right of theboardisanarea reservedfor 
displaying the program's logo, two 
chess clocks, plus a space for moves 
and messages. The chess pieces are 
traditionally styled, recognisable, and 
pleasing to the eye. The one exception 
here is the design of the King. 
Depending on the colour of the back- 
ground, it sometimes seems to re- 
semble a pair of miniaturised but- 
tocks! Of course this may just be a 
product of my warped imagination. 

The border, background and fore- 
groundcoloursarechangedatthemere 
tap of a function key. Hitting F3 for in- 
stancecauses the background to rotate 
through each of eight foreground 
colours. Similarly the F5 key provides 
1 6 background coloursand the F7, key 
eight border colours. Those of mathe- 
matical bent will realise that in theory 
there are therefore 1024 possible 
colourcombinations. In practice, a good 
number of these will be unviewable. 
Nevertheless there are enough suitable 
blends to satisfy most people's tastes 
for coloured chessboards and pieces. 
And whenever you tire of one com- 
bination, you can change it as many 
timesasyoulikeduringthegame— but 
only when it's your turn to move. 

Grandmaster offers 1 0 levels of skill, 
all based on setting a limit to its res- 
ponse time. In other words, when it's 
the computer's turn to play it only hasa 
fixed amount of time to think before 



making its chosen move. Level 0 has a 
response time of days — something 
that's only of practical use for postal 
chess, intensive analysis of a position, 
orforthosewholike taking thingseasy! 
Level 1 — which is what the program 
automatically sets itself to before a 
game starts — has a response time of 
five seconds. In fact to begin with, the 
average response time is far quicker 
thanthisasGrandmasterisabletodelve 
into its comprehensive book of ortho- 
dox opening moves. This enables it to 
select virtually instantaneously.as long 
as it's still within the limits of its know- 
ledge of opening moves. In fact the 
book seems to encompass up to the 
first five moves, and although I wasn't 
able to test its range thoroughly, the 
most common openings seemed to be 
there. 

The other levels extend from 15 
seconds response time to three 
minutes {allowing a tournament level 
of 40 moves in two hours) — and on up 
to two hours. The manual describes 
this latter level as being for 'the very 
patient player'! Setting the level is easy 
— typing L and the level number (0-9) 
causes the new level to operate. Again 



you can do this at any time during the 
game, provided it's your turn. 

At the start of the game, the white 
pieces are at the bottom of the board. If 
you prefer to play black, pressing the 
Control and zero keystogether causes 
the board to flip round. Now the black 
pieces are at the bottom and, as white 
always plays first Grandmaster will 
make its opening move from the top of 
the board. Hitting Control and zero 
during the course of a game will aban- 
don the current situation and set you 
upforanewgame.Thistimethoughthe 
pieces will be at the opposite ends to 
before; that means you'll have to press 
Control and zero twice if you want to 
play with the same pieces again. 

Normal algebraic notation is used to 
identify each square. The bottom and 
left-hand side of the board show the 
rank and file letters and numbers. To 
enter a move you type in the location of 
the FROM squarefollowed by the loca- 
tion of the TO square — for example 
E2E4 will move the piece on E2 to 
square E4. If the move is illegal, Grand- 
master blows a raspberry and waits for 
you to enter something that's allowed. 
You can use the Delete key to amend 
any incorrectly entered moves, but only 
before the Return key has been 
pressed. 

Having entered a legal move, the 
display immediately reflects the new 
position. Your chess clock (a strip 
showing hours:minutes:seconds) is 
stopped and Grandmaster's clock is 
there for information purposes only. 
Grandmaster on the other hand will 
always respond within the time set by 
the Level command. The Level selec- 
ted and total number of moves made 
are continuously displayed. 

While Grandmaster is calculating its 
move, there are four visual indications 
to tell you the program is still active. 
Firstly thechessclockcontinuestotick 
away. Secondly, two indicators at the 
top and bottom of the message area 



GRANDMASTER'S SCREEN LAYOUT 

MOVE NUMBER SEARCH PLY 



CURRENT LEVEL 




TOUR CLOCK 

GRANDMASTER'S CLOCK 

SHOWS EXTRA 
DETAILS OF LAST 
MOVE 



Write your own machine code adventures 

Without any knowledge of machine code whatsoever 
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THE QUILL is .> major new utility written in machine code wnicn allow* 
even Ine novice programmer to produce high-speed machine code 

adventurei of superior cjualiry to marry available at the moment without 
any knowledge of machine code whatsoever. 

Uiing a menu selection system you may create well over aoo locations, 
describe them and connect routes between them. You may then fill them 
with objects and problems of your choice. Having tested your adventure 
you may alter and experiment with any section with the greatest of ease . 
A part formed adventure may be saved to tape for later completion. 
When you have done 10THEQUILL will allow you to produce a copy of 
your adventure which will run independently of the main QUILL editor, 
so Jul you may give copies away to your friends. 

THE QUILL is provided with a detailed tutorial manual which covers every 
aspect of its use in writing adventures. 
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CBM 64 — 
VICPRINTER 
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INFODISK 64 

the friendly data-base for home or office 



- Record* up lo^4UU characters and 180 fWldi-Uplo9icrecnp«gc* per record- Report generator- 
1 9 function calculator ■ Almost instant retrieval of any record- Links to most word processors - Six 
ready-to-run applications and single disk utility included - Very easy lo use. 

Ideal for the first time user £75 



1NFOTAPE 

- store up lo 3000 data items (fields*rccords) with this totally and ver- 
satile tape system which includes a 19 function calculator and report 
generator for creating mailing labels and tabular reports VI 1 6.95 

MICROSTATS 

- a comprehensive statistics package ideal for the "A" level or college 
student. Too many features to list. 1 1 7.95 tape. 1 1 9.95 disk. 

BRAIN MASTER 

- pit your wits against the 64! Find the number before the computer finds 
yours - you can win but you have to be clever! Superb colour and music, 
Nine levels of difficulty t7.95 

TOP SECRET 

- convert your tape program into an A UTO- RUN system that is imposs- 
ible to copy. So small, but we bet you'll never find the secret! t7.95 



Prices include V.A.T. and p&p 



Payment by cheque or P.O. 



To: BEAVER SOFTWARE SYSTEMS 

Slnlhcrn. Melton Mowbrav. Lcies. LEI4 4HJ 0949- 

61318 

Please send INFOTAPE/BRA1N MASTER 
/MICROSTATS/TOP SECRET 

Chcquc.'P.O. enclosed for £ 

Please send further details about INFODISK 64 
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"Vt>ry good - and good value too" Commodore User Review Dec. 1983 
PROBABLY THE WORLD'S CHEAPEST VIC/64 PRINTER, but better 
print quality than printers three times the price 1 Put the superb 
ALPHACOM-32 Printer on your VIC/64 using the 

SOFTEX PRINTERFACE 

Printerface alone only . . . £20.95 fully inc! 
Alphacom system complete only . . . £79.90 fully inc! 
VIC Word processor package only . . . £9.95 fully inc! {64 
version T.B.A.) 
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• Not a plotter, but a fast dot matrix printer! 
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• Excellent high resolution graphics. 

• Operating commands same as Commodore VIC/64 printer. 
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THE MASTER 

CHECKS OUT 

flash on and off. Thirdly, Grandmaster 
shows what point it has reached in its 
analysis by displaying the letter P fol- 
lowed by a number. For example, P3 
means that it has examined: 

(a) All possible replies to your last 
move. 

b) All your possible responses to 
(a). 

(c) Its possible responses to (b). 

Fourthly, while the search is going on 
Grandmasferwilldisplaythebestmove 
it has found so far. When its time is up, 
the program gives an audio signal, dis- 
plays its chosen move and then up- 
dates the board. If you think Grand- 
mastehs taking too long, you can force 
it to play the best move found so far by 
pressing the Run/Stop key. It'll im- 
mediately take the hint and respond 
with its move. 

Grandmaster not only selects the 
best move for itself — it can also be 
induced to recommend a good move 
for you. It's easy to cop out, just press 
the ? key and you'll see the hint. If you 
decide to play that move, hitting the 
Return key causes it to happen. 

The last moves by both sides are al- 
ways shown, displayed with extra an- 
notation. For example, a normal move 
might be shown as E2 — E4, a capture 
asE4XF5,andacheckasA1 — A8+. If 
Grandmaster detects that it will mate 
you in two moves, it will announce the 
fact with a loud flourish and absolutely 
no shame — just the brief message 
( MATE I N TWO). If you manage to mate 
Grandmaster, it will accept the tragedy 
silently, but stoically, with the poignant 
message, MATE. 

There's no facility for setting up a 
board position so I was unable to force 
aStalematetoseeifGrandmasterdealt 
with itapproprtately.lt hadclearly been 
programmed toavoidalhird repetition 
of the position'draw but I was unable to 
find out if it also coped with the '50 
moves without acaptureor pawn move' 
draw.Howeverthereseemslittle reason 
to doubt the program's ability to cope 
with these situations. 

Castling, en passant and Pawn 
Promotion are all catered for, but one 
slightly unfair restriction is that al- 
though Grandmaster will automat- 
ically select the most appropriate piece 
when promoting one of its own Pawns, 
you are stuck with anything you like so 
long as it's a Queen. In fairness I sup- 
pose it would be quite rare to want any- 
thing otherthanaQueen. Nevertheless, 
this is one feature that conflicts with 
the laws of the game of chess. 

There's a facility for taking back the 
last move made. Hit the left-pointing 
arrow key and the board will reflect 
whatever the position was before you 
made your last move. This can even be 
done in Grandmaster's opening book 
— handy if it starts to play a variation 



you don't like. It's also useful when 
you've iust made an atrocious blunder 
and would rather pretend that it had 
never happened. Some might call it 
cheating, I prefer to call it experimen- 
tation! 



Through The Hoops 

I put Grandmaster through its paces 
against three other chess programs: 
Microchess, Petchess and Fidelity's 
Sensory Chess Challenger. 

Microchess was the first chess prog- 
ram to appear on the Pet and, although 
not noted for playing a strong game, it 
was still a milestone in chess-playing 
programs. Grandmaster comprehen- 
sively trouncedM/crocftess, even when 
Microchess was playing on its higher 
skill levels and Grandmaster on its 
lowest. 

Petchess is a very good chess pro- 
gram, written by David Levy and Kevin 
O'Connell in 1981. It put up a rather 
betterf ight but still failed to win or draw 
any games against Grandmaster. 
Again, Grandmaster's level of play at 
low skill levels was significantly better 
than Petchess on its higher levels. 

The 1 Sensory Chess Challenger is a 
pressure sensitive chessboard that 
houses a ROM chess program. This 
particularversionsellsforaround£120. 
Chess Challenger managed to win on 
game but only at a level that took four 
times longer than Grandmaster. When 
Grandmaster's level was raised justone 
notch (still faster than Chess 
Challenger), it won. 

Noneof these matches wasintended 
to be a conclusive proof of Grand- 
master's ability. They did indicate, how- 
ever, that it could not only play better 
chess but also play it much faster. 



Downside Details 

Grandmasteris not without some minor 
defects. Some programs update the 
board by flashing the FROM and TO 
squares before finally moving the 
piece; Grandmaster instantly updates 
the board wthout so much as a by your 
leave. If you blinkat the wrong moment, 
you may have to refer to the algebraic 
move message toseewhat'sjusttaken 
place. It also means when you have to 
be extra careful when entering your 
own moves, although of course an 
erroneousbut legal movecaneasily be 
retrieved by means of the 'take back' 
facility. 

It does lack a number of features to 
befoundinsomeotherchess programs 
— for instance: 

(a) The facility for setting board 
positions. 

(b) Instant 'action-replay'. 

(c) The ability to step backwards or 
forwards through a game. . . 
Grandmaster only lets you take 
one move back. 

(d) The option to display the alge- 
braic notation of every square. 

(e) The facility to be able to force 
GrandmasterXo play its next best 



move — useful for trying out 
variations, 
(f) Coupled with (a) above, a mode 
that enables the player to solve 
mating problems (for example 
White to play and mate in three 
moves). 

Given the 64's large quota of RAM, the 
inclusion of these would have trans- 
formed Grandmastert romanexcellent 
chess program into a superb one. 

Grandmaster does have its 'idio- 
syncrasies'. On one occasion while 
using the Hint facility it recom- 
mended an illegal movel The bug 
wouldn't repeat and the game pro- 
ceeded to a normal conclusion. A 
further bug — this time a constant 
one — was that on the first move out- 
side of its book, the program posi- 
tively refused to give any hint as to my 
bestmove. Eithersideofthispointthere 
was no problem. 

The Restore function is disabled and 
it appears impossible to crash the 
prog ram.accidentally or otherwise. The 
only way to leave Grandmaster is to 
power off and on again, which in many 
ways is the best form of protection 
against crashing. 



Words Of Support 

Theusermanualissmall.clearlyprinted, 
and covers loading and running and 
the program's features. For good 
measure, it also throws in the ground 
rules and a potted history of chess. 

The booklet is clear, concise and 
without omissions. Theonlycriticismsl 
couldfindarethat it explainsthe Knight 
move in a misleading manner, and 
doesn't adequately say what the F8 
function key is all about. On this latter 
point, the manual says that it "selects 
interlace mode (required only for some 
TV sets)". The only effect it had on my 
one-eyed monster was to reset the 
colours to what they were at the start. 

In general though, the excellence of 
the program and the quite satisfactory 
manual make any further support un- 
necessary. 



Don't Miss It 

Grandmaster playsafastand lusty game 
of chess. The manual's introduction 
claims it's the world's strongest chess 
program forhomecomputers. That kind 
of statement isn't easy to check; but 
even so, there's no doubting that the 
program does play a very good game 
indeed. 

Grandmaster offers excellent value 
for money at £17.95 and I thoroughly 
recommend it to all lovers of the Royal 
Game. For those who haven't yet ex- 
perienced the joys of chess, this is the 
ideal introduction. If you own a 
Commodore 64, this is one program 
you must have in your collection. Q* 



Grandmaster, from Audiogenic Ltd. is available on 
cassette for both the Commodore 64 and VIC 20 — 
price £ 1 7.95 




ULT RMTIUMIC A 

COLOSSAL ! 
Fantastic 111 

No. It's just not US.... 

When we started Simple Soflware Lid in 1 979. we didn't call it Hyper- 
galactic Megasoltware. Our kind of customer wants value rather than 
inflated claims, reliability and ease of use rather than hype, helpful 
advice rather than a fancy pack off the supermarket shelf. 

We sell fo people who want to USE their computer. We sell 
games too, we're not a glum bunch; but it's our DBMS, our Word 
Processor, our Assembler, etc. that earn us our surprising list of 
customers. Of course, we don't suppose that ICI use 'Simply 
File' forall their filing. Possibly the CEGB use something more 
than a PET to control the national grid. We even understand 
that the BBC have some other kind of computer. But they, like 
small businesses, club secretaries, studentsand teachers.are 
just as quick to see its merits as Ford, British Telecom and 
Hong Kong University. Confidentially, even Big Brother is 
keeping at least one eye on a Commodore with Simply File' 
in it 

SIMPLY F1 LE DBMS (64, 40/80 PET). There is nothing belter at any 
price for our use" (Customer above). C60 + VAT (PET C65 + VAT). 

SIMPLY WRITE Won* Processor (64, VIC-20, PET 40/80). Good 
enough for business, cheap enough for home use. We write our 
manuals with it. Disk C40+ VAT. tape £35+ VAT (PET £5 + VAT 
extra). 

NEW!! SIMPLY ASSEMBLE package (or machine code (84, PET). It 

has never been easier, yet even our experts prefer it. Tape or Disk, 
£22 + VAT. 64 or PET 

From your dealer or from us. Write or phone for full details and free 
MicroMail newsletter. 

Simple Software Ltd., 1 5 Havelock Rd., 
Brighton, Sussex BN1 6GL 
Tel: (0273) 504879 





TRANSFORMS J>€ COKUHE 64 
1NI0 * FULL-FEATURED AJ© 
PROFESSION*. OA I ABASE 

System! ■: in i p ro lOOQ 

CHARACTERS PER RECORD ON UP 
TO A SCREENS. ■ . AND UP TO 
128 ITEM PER RECORD. 
DEFINABLE AS KEY. TEXT. 
NUK£RIC. CONSTANT. RESULT OR DATE... IN FILFS OF UP TD ]6m CHARACTERS? 
SUPEPBaSE 6ft EVEN HAS SPREADSHEET AND CALCULAIOR CAPABILITY. CALENDAR 
FUNCTIONS. EASY INPUT FROM trOROPROCESSOR/DATA FILES. BOTH MENU-ORIYEN AND 
PROGRAM OPTIONS. SORTING/SEARCHING. FULLY DEFINABLE OUTPUTS... SuPERSasE 6ft 
IS ESSENTIAL IF YOU WANT THE Hp_S_T FROM YOUR 6ft! SUPPLIED ON CBM lSftl DISK 
WITH EXCELLENT TUTORIAL /REFERENCE MANUAL. OUR PRIg IPfff £68.00 ! 



VIZAWRITE 64 



VlZAMRITE 6ft IS A HIGH- 
PERFORMANCE. LOM-COSI WORD 
PROCESSOR, WITH ON-SCREEN 
FORMATTING. THAT TAKES FULL 
ADVANTAGE OF THE 64'S COLOUR. GRAPHICS AND MEMORY FEATURES... AND SUPPORTS 
VIRTUALLY ANY PRINTER! WITH A COMPREHENSIVE AND EASY-TO-FOLLOW USER MANUAL. 
VIJAWRITE IS THE ULTIMATE PERSONAL COMPUTER WORD PROCESSOR! AVAILABLE ON 

cartridge «MwW £7S I). oisx t £PrW £68 !) OR with VizaSpell tflSwTBM 



c7Vlaster^64 



PASTER 6ft IS A TOTALLY NEW 
CONCEPT... A COMPLETE PROGRAM 
DEVELOPMENT PACKAGE ■ THAT'S 
AVAILABLE NOW FOR THE C£H 6ft. 
MISTER HAS 85 NE* COMMANDS... AND BASIC IV TOO! PLUS PROGRAMMER'S TOOLKIT. 
MACHINE CODE MONITOR. BUSINESS BASIC. KEYED DISK ACCESS. MULTIPLE SCREENS. 
USER-DEFINABLE INPUT ZONES. REPORT GENERATOR. 22 -PL ACE ARITHMETIC. DISK DATA 
COMPRESSION. DATE CONTROL . SCREEN PLOT. SCREEN OUMP. AND MORE... EVERYTHING 
YOU NEED TO PROGRAM YOUR 6ft TO TOP PROFESSIONAL STANDARDS! ( CLLVff £H5 !) 



WANT II TOMORROW* 



CALL US TODAY! 



ON 01-546-7256 



VIIASPCLl tOISR) UArfT !•».» 

(HfSCRl'1 <PIS*> tl&^O- UI.QO 

mi veil (Dltt] tp-*? I'B.iio 

SIMON'S MS1C UfttUUKt). tS-O* 141. DO 

lUEKBLEA « I0ISI1 171.00 

TOOL i« <C«1»IOCt) liMt (»«.»< 

tu*4« in ■<: 

CUwH- (IS.DO 



MtCIICALC <DIS*/I*rfi 

Nil 1 1 Pi 1ft lOISM) 



OH COMPILE' it IDISA) 
SU»!*B»S( (CBM 1001 ... 

s»»?ic£ maw* 



mm 



(.10*. 00 

tm.ej 

1(50. 00 
ID*. 00 
1)71.00 
1JJS.O0 

nn.oo 



PRICrS INCLUDE 1SS VAT AND ARE 
CORRECT OR GOING TO MESS. 
ORDER BY POST OR PHONE. USING 
CHEQUE, ACCESS/BARCLAY CARO CM 
OFFICIAL ORDER. DESPATCH IS BY 
SAME -PAY 1ST CLASS P05T, PRE- 
PAID ORDERS FREE. PRODUCT DATA 
AVAILABLE ON BEQUEST. REF AZB 




Ira 

ware 



LAKESIDE HOUSE. KINGSION HILL. SURREY. KI2 7QT. TEL 01-546-7256 
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L4NDER 



NEW SOFTWARE FOR THE COMMODORE 64 

2 SUPERB ARCADE GAMES 

ASTRAL ZONE: 3D machine code space shootout with scrolling in all directions. The survival of mankind is your hands 
as wave after wave of aliens zoom in from the distant mountains. 
LANDER: The best version yet of this classic game. Four scenes three levels. 

3 NEW GRAPHIC ADVENTURES WITH FULL SENTENCE DECODING 

THE WIZARD OF AKYRZ: Rescue the kings daughter from the evil wizard and your reward will be priceless . . . fail and 
you die. 

PERSEUS AND ANDROMEDA: Battle with monsters and supernatural powers in this mythological adventure. 

TEN UTTLE INDIANS: A train journey to a strange country mansion poses several mysteries for you to solve ... if you 

livelongenough. 

All the above are on cassette in new plastic wallet packaging ©£9.95 each 
COMING SOON! TEN MORE GRAPHIC ADVENTURES FOR THE COMMODORE 64 
Send cheque/P. 0 ./Access or Visa No or phone your order (24 hr answering service) 
To Dept SOFT Channel 8 Software 51 Fishergate Preston Lanes Phone 0772 53057 

Please send me I enclose Cheque/Postal Order for the sum ol 

Name Address 



Tel. No 



68 



KEYBOARD KAPERS 



It's time to inject some 'play power 1 into your screens, courtesy of software supremo, Mark 
Greenshielda We're proud to present three splendid programs for your Commodore micro — go 

on, treat yourself . . . 



ISLAND BLITZ 

Here's an updated version of an oldie but goldie — namely 
Blitz, originally written for the Nascom in the early days of 
microcomputing. The game itself, although written entirely 
in Basic, is faithful to the original and makes good use of 
the 64's sound, user-defined graphics and sprite facilities. 

The story so far is that you've strayed too far over enemy 
territory and your bomber is fast running out of fuel. 
Trouble is, after a long flight over the ocean you've reached 
an island without a friendly airfield in sight and the 
altimeter is all but screaming at you that you're beginning 
to lose height — just as you approach a huge city. 

Fortunately, the city has been evacuated of its citizens 
so you can throw your moral qualms to the winds and set 
about flattening the buildings in an effort to create a 



makeshift airfield and save your skin. But, disaster upon 
disaster, there's a problem in the missile bay — although 
yourground crew were diligent enough to provide an 
almost limitless supply of bombs, you find you can only 
drop one at a time. And this is where the tactics come in; try 
and destroy the highest buildings first, otherwise you're 
going to find yourself in a mess. 

The controls for the game are very simple — you drop a 
bomb using the Space Ban you'll find that at least the 
automatic pilot works! Should you manage to clear the 
buildings in time, you will be able to land your plane 
successfully. You will then receive a bonus for rescuing a 
stranded survivor before you move on to the next level — 
which is similar to the first . . . just a whole lot more difficult! 




Une 0 Disables the RUN/STOP and 
GOSUBs to the 'set-up user-defined 
graphics' routine at line 60 



0 P0KE768 , 52 : PP I NTCHRS 8 >CHR* < 142:- CLR ■ 00T06 1 



Lines 1-5 Set up the variables, clear 
the SID chip and prepare it for the 
task in hand 



POKE19S.0 WAIT19S, 1 
P0KE53281 i 0 POKES3280 . 0 • P0KE53272. 24 
PRINT" T 

A-1106 B-54296 C-54272 B=32 : E=0 - 1=0 '• F0RZ=CT0B ; P0KE2- 0 NEXT i POKEB/ 15 : POKEC+5, 12 



Une 6 Sets up Voice 1 and draws the 
ground. 



6 POKEC+fc • 1 28 ■ PQKEC+4 . 33 : PRINT" 3" : F0RZZ*1984T02B23 : POkEZZ - 6 POKEZZ+C , 5 : NEXT 



lines 7-1 1 Draw the buildings on- 
screen. This routine also prints the 
score, the highest score so far 
achieved and the screen level you 
have reached. 



7 »EFFHAtX>»IHT<RNDa>*X> V=53248 ; POKEV+28, 5 

8 F0PX=2T038=>FNfl(3)*l :G-FNH<9)+2 I«FNA< 13>+2 : POKEC. 200 

9 FQRE-9T0G : I FEOGTHENPOKE 1 944+X-40*E , J P0KE562 1 6+X-40HE > I : POKEC* 1 / 255-2J*G • GOTO 

11 

16 POKE 1 944+X-40*E ■ 4 P0kE5621 6+X-40*E , I , , . 

11 NEXT ! I»FNFk 13>+2 NEXT : PRINT "fiUMI 1 1 <■>" , TAB'. 15 J" i ?-* : " i SC/ TAB<25> I ?~l =><-> 

";HS 



Une 1 2 Finishes setting up the 
screen. 

Unes 1 3-1 7 The main loop of the 
program, in which the plane is moved 
and a check is made to see if it has 
crashed into one of the buildings. 



1 2 FORP=0TO39 ■ PRINT M M"; ■ NEXT : POKEC+4 , 1 29 • POKEC / 200 ■ POKEC* 1 , 200 : POKEC+6, 128=P0» 

♦5. 128 



1 3 POKE A+L+C - 2 : POKEA+L- 1 *C . 2 POKEA+L . 5 POKE A*L- 1,6 '• POKEA+L-2 . D : L" 

14 IFPEEK( 197J-60ANDA+LO943THENGQSUB18 

15 Q«=PEEK<A+L> IFC!=10R0=20RQ=30RQ=4THEN34 

16 IFA+L=1983THENP0KEV+41,254 POKEV+37,247;POKEV+38.240:GOTO47 

17 F0RR= 1 TQ50 : NEXT : GOTO 1 3 



L+l 




PROGRAMMER PROFILE 



As Mark Greenshields has pulled out all 
the programming stops to provide us 
with the necessary for this part of the 
magazine, we thought you might like to 
know more about the man behind the 
machine. 

Mark started programming a mere 
two and a half years ago, and has 
become proficient on both the 
Commodore 64 and the BBC Micro. His 
career to date includes two books for 
Interface Publications: Mastering The 
Commodore 64 and the soon to be 
released Mastering Machine Code On 
Your 64. Mark has also written a game 
forthe software house, Screenplay, 
called Mad Monty. 



His current projects include writing a 
third book, which is provisionally 
entitled Forty Best Machine Code 
Routines For The 64, and a 3D game 
which he describes as "a fighter game 
set in the Grand Canyon, but I haven't 
decided on a name for it yet". When 
asked about his future plans, he took a 
deep breath and said, "Oh, loads of 
things, I'm scheduled to write another 
three books this year, and I'm trying to 
start up a software company but, as 
usual, money seems to be a problem". 

One thing's for sure, in amongst this 
busy schedule, Mark will be sharing the 
wealth of his machine code knowledge 
with readers of Your 64 in future issues. 




KEYBOARD KAPERS | 


lines 18-25 The 'drop bomb' routine 


13 POKES - 15 = P0KE54284 . 1 28 : P0KE54285 . 1 28 : PQKE54283 , 33 s P0KE54279 , 269 
19 M=A+L+39 : J= 1 POKEM-39 , B : Z<=240 ! POKE54280 , 200 

28 POKEM-40, D ; P0KE54284, 128 : POKEM+C, 6 i POKEM, 7 : MM"PEEK<M+40:> ' POKE54280. Z IFMM=9TH 

ENG0T033 

21 I FMM= 1 0RMM«20RMM«30RMM«4THEN26 

22 G=PEEK<A+L>: IFG=<10RG=2QRG=30RG=4THEN34 

23 M=M+40 : N=fl+L ; POKEN+C - 2 : POKEN- 1+C, 2 : POKEN , 5 ; POKEN- 1 - 6 : POKEN-2 , D ■ Z»Z-5 

24 FORR*1TO50:NEXT:L=L+1 

25 OOTO20 


Lines 20-32 This routine checks to 
see it ine Domo nas mi 3 uuiiQing. u u 
has, then six sections of the tower 
block are erased from the screen. 


26 IFS>99999THENS=0 : HS»0:PRlHT"«I»»»|:;<=>",S;TflB<25)"l?-l :;<->" J HS 

27 P0KE54283, 33 : FOPR^T'''^ pnKE54279. 150 : P0KE54289. 150 NEXT pnKE54283.0 

28 S«=S+1 :PRINT"*OM|: ;<">";S : IFS>HSTHENHS=S:pRlNT"flBI"TftBC25>; " : ;<=>";HS 

29 Q=PEEK<A+L> : IFG=10RG S 20RQ=30RQ=4THEN34 

30 IFPEEK<M+40>=0THEN33 

31 M=M+40 ! POKEM+C * 6 : POKEM , 7 : POKEM-40 , D : N=A+L : POKEN+C / 2 : POKEN+C- I , 2 ■ POKEN , 5 

32 POKEN- 1,6: POKEN-2. D= Jaj+l 1 IFJ<7THENL=L+1 GOT027 


Um 33 Erases the bomb once it has 
exploded. 


33 PQKE54283 . 0 : POKEM , D : RETURN 


Lines 34-39 The 'explosion' routine. 


34 P0KE54 283 , 0 i POKEA+L+C . 7 ■ POKEfl+L , 1 0 ■ GOSUB 1 000 

35 V-40 

36 PQKER+L+V- 1 +C - 5 : PQKEA+L+V-1 , 8 

37 FORR=1TO290NEXT 

38 Y=V-40;POKEA+L+Y+39,B: IFPEEK<R+L+V-1 >»13THEN42 

39 G0T036 


Lines 42-44 Move the parachutist 
sprite should you crash into one ot the 
buildings 


42 V=53248:P0KEV+28,0 1=1000 

43 P0KE2042, 250 : P0KEV+4> < A+L+Y~1025>*2 ! POKEV+27, 0: POKEV+21 , 4 : PQKEV+41 , 5 

44 FORSP=0TO220 ' POKEV+3, SP ■ FORR-0TO 59 : NEXT : NEXT FORR=0TO1009 : NEXT = POKEV+21 , 9 


Lines 45-46 The 'end ol game' routine 


45 P0KEC-I,2rSC=l :PRINT"OOB«»»rT'0U SCOPED ";S; "POINTS" • IFS>HSTHENPRINT"i&(WWiWBE 
ST YET! " HS-S 

46 PRINT")flQWm>Olt>l*'RESS A KEY TO REPLRV ! " PCKE198- 0 : WAIT 198, 1 : S=0 : POKE53272-2 
4;GOT04 


Unes 47-49 The 'land plane' routine. 


47 J=0 

48 POKE 1982, D ; POKE 1 983 / D • POKE 1981 .B 

49 FQRW- 1 TO20 : O-fi+L+M-40 : POKEO+C- 2 : PQKE0+C-1 , 2 • POKEO . 5 : POKEO- 1 - 6 f POKEO-2 * B : POKEC 
+4,0 


Lines 50-54 Move the survivor into 
the plane if you manage a successful 
touch-down 


58 FORR=0TOJ : NEXT i J=J+39 : NEXT - V=53248 ' POKEV+21 , 1 : CH=13 : POKEV+1 - 221 :P0KEV+16, 1 =PO 
KEY, 85 

51 F0RP=85T02STEP-2 POKEV/P : CH=14 : PnKE2*40,CH : Fi"iRR=lTn50 : NEXT : P=P-2 : POKEV, P 

52 CH=13' P0KE2948, CH F0RR-1T059 : NEXT -NEXT POKEY. 255 ! POKEV+16- 0 : FORP=255T0165STEP 
-2 

53 POKE V .P : CH*14 : POKE2040 . CH : F0RR= 1 TO50 1 NEXT P=P-2 > POKEY, P ! CH» 1 3 : POKE2040 . CH 

54 F0RR= 1 T059 ■ NEXT : NEXT : POKEV+2 1 . 0 = XC= 1 0 • POKEC+4 A29- POKEC+5 , 1 28 = POKEC+6 , 128; POK 
£54272,255 


Unes 55-57 This routine controls the 
plane's take-off and calculates the 
bonus for completing the screen and 
picking up the survivor. 


55 FORfi=-1925TO1030STEP-39 ■ POKEfl+C, 2 : POKER+C-1 , 2- POKER, 5 : POKEft-1 , 6 -' POKER+38 . B : POK 
EC+l-XC 

56 POKEft+37.B : FORR=lTO200 : NEXT : POKER ;XC=XC+1 : NEXT ' RS=INT<RND< 1 >*100> :R0KE53272 
,21 

57 POKE54276,0 


lines 58-59 The 'cleared lever routine. 


58 PRINT'^WOOTIVOU SC0PED"S"POINTS" : PRINT"MflKPLUS fl BONUS 0F"RS#<SC+1 > : S=S+RS*<S 
C+l> : HS=S 

59 PRINT"W»WO»»ia!PRESS fl KEY TO CONTINUE" : SC=SC+1 ; POKE198,0;UflIT193, 1 ; GOT03 


Lines 60-78 This routine creates the 
high resolution screen and holds the 
data which comprises the user- 
defined graphics- 


69 REM HIRES 

61 :P0KE53281, 1 ;POKE53280, l0:CLR : PRINT H nifflMM»i»WISLflNB BLITZ" 

62 FORO=8430TO8468 : POKEG , 0 : NEXT 

63 FOR0=8192TO8392 : REflBV : POKEG.- V = NEXT 

64 DftTR-35, 255, 170.85, 170.85. 170, 85. 153.153-255,195.195,255.153, 153 

65 BRTfl231,231,255- 165, 165,255-231,231.247,147, 159,247- 147, 15?. 243 > 243 

66 BfiTR-5 1 , 6 1 . 42 , 53 , 44 , 32, 1 26 , 255 - 254 -63,1 37 , 253 , 255 , 253 - 253 - 24 

67 DflTfll, 112,120. 125,255-63-31,3, 126,24,60- 126- 126, 126. 66. 24 

68 PRTA24.60,66. 129,90.69,90. 129, 16, 56,62, 30, 40, 71 , 32, 0, 74, 99 84 , 1&5, 74, 44 .89. 25 
5 

69 DRTR8-68, 150, 135, 124,248-240,224,8,23.252. 121,62,31- 15,3,0,0,255,0-0-0,0.0 

70 F0RG*8576T08735 : REflDP : POKEG- P : NEXT 

71 BATA0. 126.70.74,82,98, 126-0.0,56,24.24,24.24, 126.0,0. 126,66,4, 120.98. 126,0 

72 DRTA0. 126.2-62,6.6, 126,0,0,64,64,64,96, 100. 126,4.0. 126-64,64. 126.6. 126.0 

t~i naTnn Q£ tt^ * 'ir qo go i r, . . ^ £ £ S (\ d i cc 1 0»T 1 0tf ii 

fj Un I hy. y&« yb. lib.yo.ro, lio,y.y, l^b,e:.t£'0,b*'^,'iJ. | o, it£b,&o, i^o,ob,bb, 

74 DflTfl0. 126,66.66, 126.6.6.0 

75 DRTA0. 126.64, 126.6.6, 126,0.0,126,66.64,96.98. 126,0.0, 126,79.66,66,66, 126-9 

76 DflTfl0, 124,68,68, 120, 100, 100,9-9, 126,64,64, 126,96, 126,0,0. 16/ 16, 16,24,24,24,0 

77 DflTR0,62.8-8,12, 12, 12-0,9,66,66,182-24-24-24,0,0,66,66,66.126,98,98,0 

78 DflTRO, 126-66,64. 102. 100. 126-0 


Unes 80-84 Print out the instructions 
tor the game. 


80 P0KE53272-21 ;C-OSUB100:POKE8393-0 

81 PRINT M nil>»ilM«i|i|ISLflND BLITZ" = PRINT-WUTHE OBJECT OF THE GAME IS TO BLOW UP 
THE" 

82 PRINT"BUILBINGS SO THAT YOU CAN LANB SAFELY 3RND PICK UP YOUR PASSENGER" 

83 PRINT"«W SPACE BAR TO DROP A BOMB" ; F0RGW=54272T054296 ; POKEQW. 9 NEXT 

84 PR I NT "HP* PRESS A KEY TO START" : GOT01 
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MAKE THE MOST OF YOUR COMMODORE 
WITH BOOKS AND SOFTWARE FROM SOFTALK 



Books 



1 The VIC 20 For Kids of All Ages 

If you want to learn about computing with your VIC 20 this is 
where you start. Hardware, software, programming and intro 
to Basic are all here. £9.95 

2 Mastering The VIC 20 

If you think your VIC 20 just plays games — think again! This 
book opens the door to home applications, software, advanced 
graphics and word processing. Strong and useful £9.95 

3 How to Use the VIC 20 

Very much for newcomers to the VIC 20, shows how to 
operate, load, save. Provides a good introduction to graphics, 
sound and Basic £6.95 

4 VIC 20 Games, Graphics and Applications 

If you are using the 5k unexpanded VIC 20 this book teaches 
you how to use the real time clock, colour, graphics and users 
definable char, set to write some clever software £8.95 

5 Commodore 64 Graphics and Sound Programming 

The best book we have seen yet on introductory and advanced 
graphics and sound programming for the COM 64 £13.95 

6 Elementary Commodore 64 

Press reviewed as one of the most helpful and clear 
introductions to the COM 64. A best seller in the USA. Good 
for intro into Basic programming £10.45 

7 Your Commodore 64 

Introductory and advanced Basic for the COM 64, sprite 
graphics and memory location guide. Considerable details 
£12.95 

8 The Master Memory Map For the 64/For the VIC 20 

Both books provide pages of memory locations inside your 
computer which makes the computer perform in special ways 
£10.25 each 

9 Basic Computer Programs for the Home 

330 pages packed with Basic programs for home use. Diet 
plans, Xmas card lists, maths homework, expense budgets, 
diary and 80 other uses. Exceptionally good value. £12.95 

10 Advanced Basic 

Covers extended features of strings and files and application of 
Basic in graphing, simulation, statistics, matrices, co-ordinate 
geometry and more £10.95 

1 1 Basic Basic 

Integrates the learning of Basic language with school 
mathematics. Flowcharts and programming techniques are a 
strong feature £10.95 

12 I Speak BASIC (Commodore 64 Student Text)/(VIC 20 
Student Text) 

Two books which provide a comprehensive guide to Basic 
language, subroutines and skills in learning now to program 
£9.95 each 

13 Commodore 64 Assembly Language 

An excellent comprehensive guide to programming in 
Assembly language for the COM 64 £22.95 

14 1001 Things To Do With Your Personal Computer 

An amazing 1001 collection of hobby, scientific, mathematical, 
business and financial and home use programs written in 
Basic. A must for any enthusiast £10.95 

15 The A-Z Book of Computer Games 

Very much for the aspiring micro computer games buff. This 
book teaches the techniques of games programming (in Basic), 
includes 26 ready to run games, good value £10.95 

16 How to Make Money with Your Micro 

Very much for the micro-entrepreneur. How do you make 
money out of micros — read this book! £1 1.50 

17 Directory of Computer Training 1984 

720 pages crammed with information on I984's 3,500 
computer training courses. A complete section is devoted to 
training and career development in computing, and a special 
feature includes details of over 750 self study courses, video 
based training, audio cassettes etc £47.95 

18 Working with Computers 

A general introduction to computing as a career. Computers at 
work, what computer people do. your first job and afterwards 
£5.95 

19 Microchip Technology (The Past and Future) 

A description of the silicon microchip technology, both as an 
amplifier and for digital devices like memories and 
microprocessors. New technologies such as 16- and 32-bit 
microprocessors, gallium arsenide and optical computing are 
discussed £9.95 



TRADE ENQUIRIES WELCOME 



PIMM add SO pence per order for postage, packing and insurance 



Software for the Home 



20 Robot Panic 

Can your drone robots beat swarms of Srydlocks on 20 exciting 
levels. VIC 20 cartridge £16.85 

21 Predator 

Defend your nesting area from intruding birds and their 
hatching eggs. Multi levels and high score features. VIC 20 
Cartridge £16.85 

22 War 

A detailed strategy war game — move your armoured units 
into battle formation and destroy the enemy. COM 64 Disk 
£19.95 

23 Secret Mission 

Try to save the world's first automated nuclear reactor before 
it blows up, don't forget your bomb detector! COM 64 Tape 
£10.85 

24 Sulla Educational Software 

Timetraveller, Just-A-Mot. Besieged, Bailiff and Wordpower, 
all top class educational software. COM 64 Disk £9.95 each 

25 Sulis Demonstration Disk 

A demonstration dusk of Sulis Educational Software. COM 64 
Disk £1.50 

26 Wall StreetA clever investment strategy game challenging you 
to invest in stocks, property and precious minerals. Can you 
become very rich — or will you lose all? COM 64 Disk or Tape 
£19.95 

27 Softalks VIC 20 Games Catalog - Free 

28 Softalks COM 64 Software Catalog - Free 

29 Money Manager 

Sixteen Budget and Actual categories inputted on monthly 
basis of 12 month period. Provides graphical anaylsis of budget 
vs actual. For home or business use. COM 64 Tape £25.95 

30 Home Inventory 

For cataloging of all your possessions for up to 40 categories. 
Will value your possesions in any category or in all. VIC 
20/COM 64 tape or disk £14.95 

31 Decision Maker 

If you have some tough decisions, use Decision Maker to weigh 
up the important factors and come to a quantified decision. 
Up to 11 influencing factors. VIC 20/COM 64 tape or disk 
£14.94 

32 Typing Tutor/Word Invaders 

This is THE way to learn high speed touch typing. Measures 
typing speed and points out mistakes. Use Word invaders to 
b'last invading words out of the sky! VIC 20/COM 64 tape or 
disk £19.95 

33 Success With Maths 

If you want to come top in maths this series of programmed 
learning will get you there. Quadratic Equations/Linear 
Programming/Fractions or Decimals. One program per subject 
COM 64 Disk or tape (please specify your choice) £23.50 per 
program 

34 Dungeons of the Algebra Dragons 

For ages 14 upwards use your algebra skills to outwit the 
Alegbra Dragons. A challenging and enjoyable way to learn. 
3-D graphics and 5 skill levels. COM 64 Tape or Disk £23.95 

35 Demonstration Disk 

Example of Home managment, educational and entertainment 
software from one of the leading USA Commodore software 
companies. A demonstration disk only. Full software range 
available from Softalk. COM 64 Disk £4.95 



Please supply books or software indicated 

I enclose chcquc/access/moncy order for E 

: lc.i ■-• enter icceu number 



Name 
Address 



Circle the number indicating your choice: 
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SOFTALK 16-18 Princess Victoria Street, Clifton, Bristol BS8 4BP. Telephone Bristol 0272 877245. 




Available Now for 
Commodore 64 




MOVii 

son 



COM MODORE 64 
&48K SPECTRUM 






VALHALLA is available for Commodore 64 and 48 K Spectrum, and is 
supplied with VALHALLA player manual and presentation box. 

VALHALLA is normally available from stock, and orders are despatched by 
return. If, for any reason we are unable to fulfil your order within 14 days of 
receipt, we will nolify you. 

VALHALLA cassettes carry an unconditional lifetime replacement guarantee 

Commodore VALHALLA: Commodore printer optional, discs not supported. 
Spectrum VALHALLA: ZX printer optional, microdrives and full-size printers not 
supported. 

TO ORDER: (UK Only) Simply complete the coupon, and FREEPOST with 
your cheque/ P O. made payable to LEGEND. 

BY TELEPHONE: 0223-312453. Mon-Fri. 9-5.30, stating name and address, 
card No. and item{s) required. 

RETAILERS: Please contact your regular distributor. 

CORRESPONDENCE: LEGEND (Customer Relations). National Works, 
Bath Road, Hounslow. Middlesex. 

MOV.SOFT OPERATING SVSTEM UNDER LICENCE 



Post to: - LEGEND FREf POST, 

P.O.BOX 435. LONDON E4 



Please send me ... . 

copy/copies of 

VALHALLA tor the 
COMMODORE 64 



Please send me . . . 
.... copy/copies of 
VALHALLA for the 
48K SPECTRUM 



I enclose cheque/P.O. for £ 

{£14.95 each incl. VAT and P&P). 

Or I wish to pay by Access/Barclaycard/Visa 
Card No 

Please print name and address 

Name 

Address 



Credit Card holder's signature. 




BATH TIME is true family entertainme 
is guaranteed to leave y 



Si 




f 



FAMILY AHbAPE^CTION 




0 




^FORGOM5l€5DORE 64 



The object is to protect a swan and a fish happily living in their bath. If the water 
level in the bath gets too high the swan will swim away; if it gets too low, the fish 
will die - but watch out for the elephant and the little boy. R.R.P. £7.95 




P.S.S.452 STONE Y STANTON RD. COVENTRY CV6 5DG. TEL: COVENTRY (0203) 6675S6 



Lines 10D-IM Contain the data which 100 FORR*0TO124 : READS : PQKER+832. S ; NEXT 

makes UD the SDrites. 102 DflTfl0,0,8.0,0,0.0,0,0, 1,88, 0-2*208- 0/3/ 288,0, 3, 268. 0,9.64,0. 1,89.0 

v p 103 DRTftl, 148,0,9. 148,0,9-145,0-33,145,0.33,81,0, 130, 161,0 

104 DflTfll-80,0, 1- 16-0- 1 .4,0,1,4,8,0,65,9- 1,68-0 

195 DflTfl©, 0.8, 0,0,9- 9,0, 0,0- 0.0, 15. 192-8,6, 192,0,10, 192,0,10. 192,8, 1.0 

196 DRTft0- 53, 96, 0,53, 96. 8,198, 72, 3,6, 72, 3, 6, 8,6, 64, 9, 5, 64- 9.9 -4, 64,9. 16,64 

107 DRTRO, 16,64,9. 16,64,9,65,64 

1 08 FOPR=0TO62 RERDS POKE 1 6080+fl. S i NEXT 
199 DrtTPl©, 9,9,9, 0.9, 0,9, 9,3, 192-9,7.224-0- 15.249,0, 16.8,0,91-140,9,83,292-0 

110 DRTR147, 291-9, 153- 153-0-7,224-8, 13, 176.0, 1 , 128-0, 3, 224, 0, 3,96. 9, 3, 192- 8 

111 ItflTfl6,48,0.6.48.9,24, 12,9,8,0,8 
1 1 8 F0RA=54272T054296 ' POKER , 8 • NEXT 
128 RETURN 




Hues 1 000-1 020 This routine creates 
the explosive noise which 
accompanies an unsuccessful 
attempt at landing your plane half- 
way up a tower block! 



1099 P0KE54296. 15 : P0KE54292, 128 : P0KE54291 . 128 ' PQKE54299- 129 ■ POKE542S7. 200 

1992 P0KE54236.299 i F0RF»7T015 ■ POKE54296, F FORR=1TO109 ■ NEXT NEXT F0frF=15T0eSTE»-l 

1004 P0KE54296.F:FnRp=9T0108 NEXT ; NEXT ■ RETURN 

1927 V-53248 ■ POKEV+2 1.4: POKE V+28, 4 I POKEV+4 1 .247 POKEV+37-241 : POKEV+38, 246 

1830 RETURN 



MAZE 

Mazes have always been popular form of entertainment and 
have even carved a niche in modern culture (you'll have 
heard of the expression 'get lost', for instance). No doubt 
you've seen mazes before — but if your only experience is 
the Hampton Court Maze fn Autumn, ie. when you can see 
through the hedges, then think again before entering this 
game, for computer mazes are a different cup of meat 
entirely. 

Playing this maze game isn't quite what you'd expect 
because it's not you travelling around the maze, so much as 
the maze moving around you. All you get to guide you is a 
small 'window' giving you a portion of the whole — well, we 
wouldn't want to make it too easy, would we? Just move 
around the maze and you'll know when you've made it to the 
end when you reach the small white blob. 



The game has been written for you to use certain keys of 
the keyboard to make your moves.But if you're the proud 
owner of a joystick you simply have to make a few changes 
to the 'keychanging' routine in lines 80-86; variable 'E' 
needs to be changed to 56321 if you're going to use the 
front joystick or 56320 for the back joystick port. If you're 
going to be using the keyboard to control your moves, Z' 
moves you left, 'X' to go right, 'K' to go up and 'M' to go down. 

And if you like the sound of this game but have not yet 
made the move up to a Commodore 64 and are sitting pretty 
with a VIC 20, the good news is that Mark has made the 
necessary conversions so that you can run the program. So, 
for all Commodore owners, we hope you'll be amazed with 
thisgame. It's all against the clock, so happy hunting! 



Lines 0-4 Set up the SID chip and 
dimension the array AS to hold the 
maze. 



9 PRINTCHR*<142.>CHR*<8> 

1 P0KE54296, 15 : P0KE54277, 128 : P0KE542-'8. 128 ■ P0KE54276- 33 
4 IHMfl»<100> HT*="" 



Unes 5-8 Print the instructions for the 5 PRINT "nzrlWf *MMp»lMftftMf'it-'-.~*~ PRINT"«HttM>M>MH<C> 1982 DIGICOM" 

game for the first-time player. 6 p 0KE5323l . l5:P0KE53288-9 priht"«jUIDE your mam around the maze as fast id rs PO 

SSIBLE" i 

7 PRINT" USING KEVS" i PRINT"JW 3E5 LEFT 3KS RIGHT" : PRINT" ■>»*<■ U 
P 8WS DOWN" 

8 PRINT"M»»M»ISPRESS R KEY TO PLRV" 



Une 9 Waits for a key to be pressed 9 P0KE198.9 wfliTise, l 
before the game is begun. 



Unes 10-11 Clear the user-defined 
area of memory and read in the data 
which defines the graphics. The 
routine also turns the screen black 
and sets up the variables. 



10 FORfi=S448TO8460 : POKER- 0 NEXT 

11 P0KE53272.24 

12 PRINT'TT POKE54296,15 

13 REM HIGH RES 

14 POKE53281,0 

15 fl-8712 

16 RERDB IFB=300THEN13 

17 POKER, B = R«R+1 •* GOTO 16 

18 F0RR"8576TQ8662 RERDB POKER. B 



NEXT:POKES199+58«8.0 



Unes 20-65 Set up the maze using 
the dimensioned array, AS. 



28 


ft* < 1 8 ) ■ "************* ********* " 


21 


FORfl=0TO9 ! 


fl*'.R)-R*<10>:NEXT 




22 


fli(in-"t 


a— ta 


i 


23 


P-1344 






24 


fi*<12>="* 


****************** 


*" 


25 


A*<i3>«"* 


* * 


*" 


26 


fl*<14)="* 


* * ** ** * * 


*" 


27 


fl*<15>="* 


* * * ** * * 




28 


fl*<16>="* 


* * ** ** * * 


*" 


29 


R*C17)a"* 


* * ****** * * 


*" 


38 


R*a8> = "* 


* ** * 


*" 


31 


R*<19>="* 


***** ** ***** 


*" 


32 


fl*<20>="* 


** 


*" 


33 


ft*'. 2 !/■"******* * ** * ***** 


*" 


34 


A*<22>*"* 


* ****** 


*" 


35 


ft*<23>="* 


********** 


*" 


36 


ft*(24>="* 


********** 


*" 


37 


ft*<25>="* 


**** *♦** 


*" 


38 


ft*C26>="* 


* * ** ** * * 


*" 


39 


fl*<27)="* 


* * * * * * 


*" 


48 


R*<28>="* 


* **** * * **** * 


*" 



KEYBOARD KAPERS 



41 
42 
43 
44 
45 
46 
4? 
48 
49 
5© 
51 
52 
53 
54 
55 
56 
57 
58 
59 
60 
61 
62 
63 
65 



* * * * * 
.... * * .... . 

* * ******** * * * 

* * t * * 

* ***** ***** * * 

* 

******************** 
* * 
**** *****f******* * 
* ***** * 
** * 
**** ****** 



AJ<29>="* 

A*<31>="* 
A*<32>="* 
R$<33>="* 
fi*<34)="* 
Ait35>="* 
fl»(36>-"* 
ft*<37>« 
A$<38>» 
fi$<39>=-"* 

RS(40>="******** 



fl*<41>»"t ** ** ** 
fl*C42i=t"* *** ** ** *** 
A«<43)="* * ** ** * 
fl»<44)*"* * * * * 

fl*<45)-"* * ************** * 
fl»<46)=»"* * * 
ASX47)""* ***** * * ***** 
RS<48>="* * t***** * 

fl*<49)="***** ** ***** 

FQRfl*8T049 : ASC50+A >=fl*<49-fi) 
NEXT 

R*(88)="* * 




Unes 66-71 Contain the data for the 
user-defined graphics. 



66 G0T072 

67 DRTR255 - 129-255* 129/255. 129.255. 129 

68 DATA129,90,36, 126.255.60,36.195.255. 127, 63. 31 . 15. 7, 3. 1 . 128.192,224,240,248 

69 DRTR252, 254, 255,0. 126.24,24,24,24,24,24.0.60,24,24,24,24,24,60 
78 DRTR0, 126,64,64, 126,64,64, 126,0,66, 102,90,66,66,66,66,8 

71 DRTA300 



Une 72 Sets up the variables arxJ 73 ftaQe -'A^ZQ iis- u em<dm" 
starts the clock. 



Unes 73-87 Form the 'window 1 of the 
maze that will be seen on-screen. This 
routine also updates the time spent in 
the maze and checks to see if you 
have walked into a wall. 



73 pRiNT-rtoemiw" 

74 FQRE a, AT0A+4 

75 PRINTTAB<8>;fl*<B) 

76 NEXT 

77 IFPEEK<P+X>032THEH88 

78 P0KEP+54272*X,5:P0KEP+X.66 

79 PPlNT'-cJ^IHrMFlBlrtHBlBlfWflrliOiMI 

80 E=PEEK<197> IFE=64THEN73 

81 POKE54272.100POKE54273.100 

82 IFE=36THENfl=fl+l - M= 1 

83 IFE=37THEHfl=R-PM=2 

84 POKE54272,0:POKE54273,0 

85 IFE=12THENX=X-1 M=3 

86 IFE=23THENX=X*1 :n=4 

87 G0TO73 



",riID*ai*.3/2>" : ",RIGHT*<TI*,2>;"ra 



Unes 88-95 Move your character 
according to the instructions 
conveyed via the keyboard (of 
joystick, if you have made the 
necessary changes suggested in the 
text). 



89 
♦0 



IFM=1THENR=R-1 

1FPEEK<P+X>»6~0PPEEK<P+X>=68THEN96 
98 P0KE54272,iee P0KE54273, 100 

91 IFM=2THENR=fl+l 

92 IFM=3THENX=X*1 

93 IFM=4THENX=X-1 

94 PWE54272.0 POKE54273,0 

95 G0T073 



Unes 96-1 02 The 'end of game' 
routine This routine prints out the 
time taken to complete the maze 
successfully. 



96 FORfl«=255TO0STEP-4 FORB=5T015STEP3 

97 P0KE54296 . B : P0KE54272, 289 : P0KE54273, fl 

99 NEXTB . R • P0KE54272 , 0 • P0KE54273 , 0 : P0KE53272 , 2 1 

100 PRlMT"^aafWPlBlHi»rynijR TIME WAS ",MID»lTI*,3.2>,"' MINUTES "iRIGHT*<TI*-2>; " SE 
CONDS" 

101 PeiNT M Hfl>©!M«t«Bft^^ KEY to RESTARTS" 
182 IFPEEK<197K>64THEN102 



Unes 1 03-1 08 Reset all the variables 
and offer the user another game 



103 IFPEEk<197--=64THEH103:PRINT n n M 

104 m="0©0000" 

106 RESTORE 

107 PRlHT"tffipmsM«Fl*M«l«ar 

108 PUN 



Uies 116-118 Contain data for user- 
defined graphics. 



U0 DRTR0. 126, 70- 74,82.98, 126.0,0.56.24.24,24,24. 126,0,0. 126,66,4, 128,98,126,0 
112 DATA8. 126,2,62,6.6, 126,0.0,64.64,64.96, 168, 126-4.0, 126.64,64, 126,6, 126,0 
114 DflTfiO.96,96. 126,98,98, 126,0.0, 126.2,2,6.6,6,0.0-126,66. 126.66,66, 126.0 
116 DATRO, 126.66,66, 126,6,6.0.8,0,24.0-0,24.0,0,0 
1 1 8 BATA0 , 1 26 , 24 , 24 , 24 , 24 , 24 , 24 . 0 



VIC 20 MAZE 



Unes 0-4 Set up the sound chip and 0 PR I NTCHR* C 1 42 3CHRt C 8 ) 
dimension the array AS to hold the l P0KE51 .255: P0KE56 , 19 
maze 2 P0KE55,255:P0KE56,19:CLR 

3 IFPEEKC5120O=28THEN12 

4 DIHfHC1003 



Unit 5-8 Print the instructions for the 
game tor the tirst-time player. 



KEYBOARD KAPERS 



5 PRINT"s^Q333333M*AxZxE33 3 333 3 3 33QCC319 
32 DIGICOM" 

6 P0KE36879,93:PRINT"QGUIDE YOUR MAN ROU 
ND QJJHE MAZE AS FAST AS QUfOSSIBLE USI 
NG" ; 

7 PRINT" KEYS; 10. SZlLEFT BRIGHT BKr 
UP Qini]]]RM r DOWN" 

8 PRINT"QPRESS A KEY TO PLAY I " 



Una 9 Waits tor a key to be pressed 
before the game is begun. 



9 POKE198,0:WAIT198,1 



Unes 10-19 c lear the user-defined 
area of memory and read in the data 
which defines the graphics. Trie 
routine also turns the screen black 
and sets up the variables. 



10 PRINT"QQOK PLEASE WAITS" 

11 FORA=0TO1024;POKE5120+A.PEEKC32768+tA 
/2) V. NEXT 

12 PRINT"sJ':P0KE36878.15 

1 3 P0KE36865 , 280 : P0KE36867 , 255 : PQKE36869 
, 253; P0KE36879 ,8: P0KE36865 , 15 

14 PRINT"SQ_ atlxAxZxE*." 

15 A=6160 

16 READB: IFB=300THEN20 

17 POKEA ,B 

18 A=A+1 

19 G0T016 



Unes 20-65 Set up the maze using 
the dimensioned array. A$. 



20 

21 

22 

23 

24 

25 

26 

27 

28 

29 

30 

31 

32 

33 

34 

35 

36 

37 

38 

39 

40 

41 

42 

43 

44 

45 

46 

47 

48 

49 

50 

51 

52 

53 

54 

55 

56 

57 

58 

59 

60 

61 

62 

63 

64 

65 
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a a 
a a 
a a 
a 

aaaaa 
aaaaa 



a 
a 
a 
a 
a 

aaaa 



a 
a 



aaa 
a a 



A$C 10 3="aaaaaaaaaaaaaaaaaaaaaa" 
FORA=0TO9: A*CA )=A*C 10 3: NEXT 
AK11 3 = "a £pd£ 
P=7856 
A$C123="a 
A*C133="a 
AtC143="a 
A$C153="a 
A$C163="a 
A$C173="a 
A$C183 = 'a 

A*C203="a 
A$C21 3 = "a 
A4C22>"a a 
A$C23 3="a a 
A$C24 3="aaa 
A*C25 3="a a 
AtC26D="a 
A4C27>"a 
A*C28 3="a 
A*C293="a 
AtC30 3="a 
AtC31 3 = 'a 
A*C32 3="a 
AU333 = "a 
A*C34 3^'a 
A4C35 3 = "a aaaaaaaaaaaaaaaaaaaa 
A*C363="a a 
At C37 3 = "aaaa aaaaaaaaaaaaa 
A*C383="a aaaaa 
A*C393="a aa 
A$C40 3="aaaaaaa aaaa aaaaaaa 
ASC41 ) = "a aa aa aa a 

A*C42 3--"a aaa aa aa aaa 
a aa aa a 
a a a a 

a aaaaaaaaaaaaaa a 
a a 
aaaaa a a aaaaa 
a aaaaaa a 



a 
a 
a 



aaaa 
a a 
a a 
a aaaaa 



a a a a 
a a 
aaaaaaaa 



aaaa 



a 
a 

aaaaa 



a 
a 
a 



a 

a' 

a' 

a' 

a' 

a' 

a' 

a 

a 



a 
a 
a 
a 



A*C433= "a 
A$C44 3 = "a 
A$C453='a 
A*C46 J="a 
AU47) = "a 
A$C483 = M a 
A* C49 3="aaaaa 
FQRA=0TO49 
A*C50+A3=A*C49- 
NEXT 

AU88)-~"a 



a 

a' 

a 

a' 

a 

a 

a 



aa 



aaaaa 



■A3 



Unei 66-71 Contain the data tor the 
user-defined graphics. 



KEYBOARD KAPERS 



66 G0T072 

6? DATA255 ( 1 29 , 129 ,255 , 165 , 165 ,255 , 1 29 , 1 
29,255,165,165,255,123.129,255 

68 DATA0, 0,0, 0.129 ,66, 60, 102. 126, 255. 189 
.36.0,0.0,0 

69 DATA0, 255, 0,1 27. 0.63, 0,31 ,0.15.0.7,0, 
3,0.1 ,0,0,0,128,0,192,0,224,0,240,0.248, 
0,252 

70 DATA0.254 

71 DftTA300 




Line 72 Sets up the variables and 
starts the clock. 



72 A=86;X=11.ti*="&00000 



Lines 73-87 Form the window' ot the 
maze that will be seen on-screen This 
routine also updates the time spent in 
the maze and checks to see it you 
have walked into a wall 



73 PRINT-SGOQajT 

74 F0RB=AT0ft+4 

75 PRINTAtCBJ; 
?6 NEXT 

77 IFPEEKCP+XDO32THENG0T088 

^8 POKEP+30720+X,5.POKEP+X,66 

79 PRINT"SEQQQQQQQQQQQQQQQ] 3 ] J ] 3.TIHE = " ; H 



TDSCTI* .3, 2D; 



RIGHT4CTI$,2D; 



30 E=PEEKC197MFE>64THEN73 

81 POKE36875.220 

82 IFE=36THENl=»=fl+1.1 = l 

83 IFE=44THENfl=A-l:»1=2 

84 POKE36875,0 

35 IFE=33THENX=X-1;M=3 

86 IFE=26THENX=X+1-»1=4 

87 G0T073 



Lines 88-95 Move your character 
according to the instructions 
conveyed via the keyboard. 



88 
89 
90 
91 
92 
93 

Ji 



IFP1 = 1THENA=A-1 

IFPEEKCP+X3=670RPEEKCP+X ]=68THEN96 

P0KE36875 .200 

IFM~2THENA=A+1 

IFM=3THENX=X+1 

IFf1=4THENX=X-l 

POKE36875.0 

G0T073 



Unes 96-1 02 The 'end of game' 
routine. This routine prints but the 
time taken to complete the maze 
successfully. 



96 F0RA"255T0128STEP-4. ^0RB=5T015STEP3 

97 P0KE36878.B 

98 P0KE36876.^ 

99 NEXTB , A 

100 POKE36876,0 

101 PR! NT" SQQQQQQQ UQQQQQ ANY KEY TO RES 
TART" 

102 IFPEEKC1973O64THEN102 



Unes 103-108 Reset all the variables 
and offer the user another game. 



103 IFPEEKC197J=64THEN103 

104 ri$="000000" 

105 PR 1 NT ' SEQQQQGQQQQQQQQQQ 3 3 J ] 3 J_T I HE - " : 
1ID*CTI*,3,23, '. ;RIGHT*C Tit, 2); 

106 RESTORE 



WANTED... 



. , . Good programs to feature in our 
magazine. Obviously, as this is ourfirst 
issue we wanted to give you something 
special in the way of listings — and if 
you want the best you go to the best, 
which is why Mark Greenshields was 
ourfirst choice. However, in much the 
same way that you haven't heard of us 
before, we haven't heard of you . . . yet 
If you would like to carve your niche in 



a small part of programming history, 
why not send us your programs and, if 
they measure up to the standards we've 
tried to set, we'll publish them. (We pay 
better than most — but they've got to be 
good!) 

Should you feel inspired to submit 
any listings, please accompany them 
with hard copy of the listing, some 
instructions for play, a breakdown of the 



program's content (line by line, where 
necessary), and a copy of the game on 
cassette. We will evaluate the programs 
as quickly as possible and readers will 
be informed if their submissions will be 
used. All programs will, of course, be 
returned. 

Please send your programs to: 
Your 64, 14 Rathbone Place, London 
W1P1DE. 





This Is "ZIGGY". He Is shown 
above in his exploratory capsule 
and is a true representation of 
the on screen graphics. You 
have total control over his 
movements as you explore 
the many chambers of 
'THE PYRAMID". 



For 
Commodore 

64 

and 48K 
Spectrum 



FANTASY SOFTWARE is availablPfrd^MBSMTTHS, JOHrTWIENZIES, BOOTS, LASKYS, GREENS, 
RUMBELOWS, SPECTRUM GROUP and all other good software retailers. 

The Pyramid at £6.50 for Commodore 64K and at £5.50 for the Spectrum 48K from 

FANTASY SOFTWARE, FAUCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL503DT 
despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club. 

Trade enquiries welcome - telephone 0242-583661 . 



T A 




4 



Your 64: How big is the 

Commodore software 
catalogue . . . where does 
most of it come from? 
Gail Wellington: We have 
about 200 titles gathered 
from all over the world. The 
majority of it comes from the 
United States and here in 
Britain — it's about a 50:50 
split, with a few other 
programs coming in from 
here and there. Other than 
some arcade stuff in the 
States, we do very little of it 
in-house. 

Y64: So you actually have a 
team of talent scouts out 
there scouring for software? 
GW: Yes, although people do 
send us things, we also 
acquire product that's 
already on the market We 
design software, we find the 
most suitable people to code 
— there are lots of 
possibilities. 

Y64: How many scouts are 
there, and are they hunting 
down business or games 
software? 

GW: Between home 
recreation and education 
software there are five of us. 
Some are more involved in 
locating it, and others more 
m marketing it — dealing with 
the ideas behind it and that 
kind of thing. Just two people 
look for business software, 
though I also get involved as 
well. There's one other 
person whogets involved on 
all the products and checks 
for quality. 

Y64: So what's the best way 
to scout for good software? 
GW: There's no best way . . . 
the only way is what works. 
We try all kinds of things and 
good software comes in all 
kinds of ways. There's no 
hard and fast formula — if 
there was it would be an easy 
job, and it isn't! Although I 
have a lot of software sent in 
tome, very little is 
marketable. We probably get 
three or four pieces sent in 
every day and if we find one 
in a month that's any good, 
we think we're pretty lucky. 
Y64: Can you name some of 
the packages that you've 
struck lucky with? 
GW: Well there's Gortek and 
the Microchips. That's a 
cartoon storybook with 
software that teaches 
children, young children, the 
very rudiments of Basic. That 
came in the post, orat least 
the book part of it did. Three 
school teachers in 
Hampshire wrote asking how 
they could get the idea 
published. We also get a lot 



Commodore has a team of talent scouts 
actively seeking out software wherever it 
lurks, slapping the logo on, and then selling it 
around the world. Its freelance 'fingertips' are 

thought to bring in several million pounds 
each year. Chief scout is Gail Wellington and 
Paul Walton asked her how the system works 
— and how potential program writers can turn 
it to their advantage. 




Gail Wellington, keeping her eye on the software market, 
ensures that sub-standard software gets the boot. 



of games sent in, but most of 
them are just copies of 
arcade games, quite literally. 
They may have coded it 
themselves but they're not 
idea creative. Probably only 
four orfive percent are really 
creative. 

Other titles . . . well there's 
the Roll Harris Picture 
Builder. That's one that came 
from an author we'd worked 
with before. He sends us 
stuff fairly regularly. We 
made some suggestions and 
contributed to the 
development of the idea and 
he went away and 
implemented it. And there's 
also a high-resolution art 
package that came in 
through the post . . . that's 
due out soon. 
Y64: Are there any pat 
places to go looking for 
software? What about the 
computer clubs, the schools? 
GW: No, not really; very few 



are generating anything hot. 
It's more a question of 
keeping your eyes and ears 
open, letting it be known that 
you're interested, scouting 
through software houses and 
cultivating contacts. 
Y64: If Commodore users 
want to show you their 
software, what's the best way 
for them to present it — to 
stand the best chance of 
being seen? Do you look at 
everything that's sent in? 
GW: Obvious points really . . . 
mainly it should include 
instructions on loading and 
operating. And yes, we do 
look at every piece of 
software that comes in and 
everyone gets an evaluation 
report telling them what's 
wrong and where it could be 
improved. If the software is 
way off the mark then it's an 
A4 sheet that has a lot of 
ratings on one side and a lot 
of notes on the reverse. But if 



the software has potential 
then it could be much more 
extensive than that. Then we 
might suggest a number of 
changes on the form and 
we'll ask them to send it back 
afterwards so we can take 
another look. Then again, in 
some cases we'll say it looks 
really good and that we'd like 
to make an offer for it; they 
might come in and see us 
and we'd probably tell them 
the changes we'd expect 
before we can accept it 
Y64: Okay, the big moment 
has arrived for some lucky 
author . , . what kind of terms 
do you offer? Is there one 
standard contract and 
royalty? 

GW: The wording is standard 

— but the terms are not 
necessarily so. We might 
consider outright purchase 

— or a royalty. In most cases 
it's a royalty on sales, but that 
all depends on how good the 
software is, and on the 
individual. We're open to 
negotiation but it wouldn't be 
as much as 40 per cent — 
there'd be no profit in that for 
us. 

Y64: Can we tie any of this 
down to real figures? I mean, 
for instance, how much 
royalty might an amateur 
expect if you were to sell his 
software? 

GW: Again, it all depends on 
how good the software is, 
how broad its appeal, and 
what medium it's suitable for. 
David Simons, who wrote 
Simons Basic is collecting 
nice fat cheques on a 
quarterly basis. The same is 
true of Andy Spencer who 
wrote International Soccer. 
These have been very well 
accepted around the world. 
But if somebody wrote 
something appealing only to 
machine code programmers, 
then instead of big fat 
chequesthe/lljust be 
getting nice modest ones! 
Y64: Do you run a stable of 
software authors, people 
who write regularly and offer 
their work exclusively to you? 
GW: I don't tie people down 
to a contract on a 'per 
product' basis. If they're 
getting a good deal and a 
good return on the software, 
then they'll probably supply 
more. For some authors it's 
just like writing books . . . 
they're good at churning 
them out repeatedly. Other 
times you find people who 
are on ly good for one or two 
products — they don't seem 
able to produce anything 
else. □ 4 
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DANCING FEATS. 

Are you the next Rod Stewart, Stevie 
Wonder, Paul McCartney or Louis 
Armstrong? Find out with DANCING 
FEATS the great new computer musical 
composing and performing game from 
Artie! 

Blues! Jazz! Rock! Boogie! Experiment 
with beat, style, tempo and endings to 
produce your very own kind of music! 

See as you play! Notes and chords 
selected are displayed on the screen as 
you perform to aid your composing skill! 

Give it a try tonight at home and who 
knows, you might end up at the Albert 
Hall! 

Commodore 64 £6.95 

Now available for Commodore 64, 
Planet of Death, Inca Curse, Ship of 
Doom, Espionage Island and Mothership, 
all at £6.95. 



ARTIC COMPUTING LTD 

Main Street. Brandesburton, Driftield Y025 8RL 

Cheques and PO's payable to Artie Computing Ltd . 
Dealer enquiries welcome. 
Access and Barclaycard welcome. 



WARNING: These programs are sold according to 
ARTic COMPUTING LTO's terms ol trade and 
conditions of sale. Copies of which are available on 
request 



Send S.A.E. (9in. x 6in ) tor FREE catalogue ol 
our wide range ol programs. 

CC 1/484 
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The Best &\ Software 



SUPERSOFT, Winchester House, Canning Road, Wealdstone, Harrow, Middlesex, HA3 7SJ Telephone: 01-861 1166 



